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ШЕТ COME со the official strategy guide for Universe at War: Earth 
Assault, one of the most innovative, balanced, and downright fun real-time strategy 
games to appear in years. 


First, credit must be given where it is due. All of the critical stats in Part 4: Data 
and most of the killer-good tips and tactics in Part 3: General Strategies come 
directly from the Petroglyph development team, the very folks who created the 

_ game. So you know you're getting insightful guidance here. 


Their names are mentioned again at the appropriate places, but first a quick list of 
the major contributors to this book: Steve Copeland, lead designer for Universe at 
War; Patrick Pannullo, XML design lead; Jeff Stewart, campaign design lead; Adam 
sgreen, creative director; and Julie Nunziata, GA analyst. 


. Thanks also to Petroglyph producer Ted Morris, Jon Sell, and Cindy Chau at Sega 
_of America for their fantastic help in providing the insider input that made this 
guide truly valuable to readers like you. 
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. Strategies section. The 


; a perfectly calibrated way. 


| So the overall advice to E > 
| you is this: the best way to d 
| master Universe at War: 

‚ Earth Assault is to play 

‚ through the Campaign first, 

| using the walkthrough to help 

| explain and highlight the tactical lessons 

| you're learning in each mission. Once you finish 

| the Campaign you're ready to graduate to tougher 

| matches versus craftier Al in the Skirmish Battles and, 
,| eventually, versus nefarious human minds 

| in multiplayer action. 


HOW ТО USE THIS BOOK į 


First off, it's important to emphasize that this strategy guide 


does not attempt to replace the Universe at War: Earth Assault 
manual that comes with the game. This book assumes that you 


know the basics of movement and combat, and are at least 
somewhat familiar with other aspects of the game interface: 
what to click, what keys/buttons to press, and so forth. 

If you have not done so yet, please take a few minutes 

to read the game documentation now. You should 

also view all the live in-game Tutorials and play the 
Interactive Training mission before you dive into this 

book. (Access these by selecting "Tutorials" from the 

game's Main Menu.) 


Having said that, the Universe at War: Earth Assault 
single-player Campaign is an excellent, tutorial-like 
introduction to all of the basic gameplay elements. 

In fact, it's such a great initiation to the finer points 
of playing all three Universe at War factions that 
this guide opens with the Campaign Walkthrough 
rather than the more traditional 

opening of the General 


Universe at War: Earth 
Assault Campaign is 
engaging, yes; but it also 
takes you from crawling to 
walking to fullspeed sprint in 
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DEFAULT KEYBUARD CONFIGURATION 
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TACTICAL Ш 
COMMAND SHORTCUT KEYSTROKE 
ACCESS THE AIRCRAFT BUILD QUEUE 


ACCESS THE GROUND VEHICLE BUILD 
QUEUE 


ACCESS THE INFANTRY BUILD QUEUE 


ACCESS THE COMMAND CENTER BUILD 
QUEUE 


TOGGLE SELL MODE 

ACTIVATES BATTLECAM TO FOCUS ON 

TACTICAL UNITS IN ACTION 

CINEMATIC PREVIEW 
C 


EE 
TOGGLE REPLAY CAMERA VIEW 


ИШТ CONTROL 
COMMAND SHORTCUT KEYSTROKE 


SELECT UNITS THAT LAST RECEIVED AN ORDER pcm 


FIND BUILDER тус с 


UNLOAD TRANSPORT CTRL + X 
SET WAYPOINT(S) FOR SELECTED UNITS ALT + R CLICK 


ISSUE A GUARD COMMAND TO THE SELECTED CTRL + ALT + R CLICK ON UNIT/ 

UNITS STRUCTURE YOU WANT GUARDED 
ISSUE AN АТТАСК-МОУЕ ORDER TO THE SELECTED [eame 
UNITS 
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7t THE CAMERA 


of the most basic elements of gameplay—one that becomes an afterthought once mastered— 
s the manipulation of the view or “camera.” Camera control in Universe at War: Earth Assault 

is easy and intuitive once you practice it a bit. Here’s a quick overview of the game’s 3D camera 
movement. 


BOTATE-AROUND-OBSTACLES — — = 


The first and foremost tactical advantage of a rotating camera is the ability to swivel around buildings 
or other impediments to your vision; you can see what's coming or what lies ahead. Just hold down the 
mouse wheel and move the mouse to orbit the camera view around a central point in three-dimensional 
space. In the thick of battle, you can quickly find and target enemy units firing at you from behind trees, 
hills, or the many buildings of a cluttered urban environment. 


At times, the battlefield below teems with troops. This can make it difficult to issue the appropriate 
. commands to the right units or target ea enemies—clicking on individual units in a melee of moving 


- closer view, making it easier to click on and select individual units, then roll the mouse wheel backward to 
. zoom out and get the big picture again. 


Thi only ech to an "orbital camera" is that it can sometimes cause map disorientation—that is, you 
. can lose sense of which way you're facing, or where your compass points are. When this happens, just 

- your Mouse Wheel or punch the [End] key. This automatically returns the camera to its default view 
om overhead, with north at the top of the map. 


Alien invasion units of almost unimaginable 
power have descended with a pitiless 

fury on the nation's capital. Scattershot 
reports coming in from around the globe 
indicate that the same scenario is playing 
out in every major city worldwide. Humanity 
is under assault by a voracious foe who 
sees all life on Earth as merely...food. 
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Aliens are pounding the city, 
harvesting both the landscape and the 
citizenry, and spewing deadly pools of 
green radiation everywhere. Your job 
is to fight to the National Mall and 
rescue the President, who is holed 

up in the U.S. Capitol Building. En 
route, you learn the basics of moving, 
grouping, and fighting. 


MISSION CHECKLIST 


© CLEAR THE FIRST INTERSECTION WITH A 
GRENADE. 


e FIND CHARLIE SQUAD AND HELP THEM DEFEND 
THE CHECKPOINT. 


€ DESTROY THE SPITTER TURRET AND REAPER 
DRONES ON THE MALL. 


€ DEFEAT THE THREE BRUTES AT THE SOUTHEAST 
INTERSECTION. 


@ SECURE THE CAPITOL BUILDING AND RESCUE 
THE PRESIDENT. 


ENEMY TYPES 
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Drag a selection box around the first set of units you wish to group, 
then designate them as Group 1. 
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іп апу mission, you fail that 
missian. Your heroes are 
tough and very resilient, but 
you still must protect them 
at all costs. 


Drag a selection box around the entire group 
of Marines, including Col. Moore, or if all 
your Marines are visible just hit the Select All 
key (default is [C]). Once your entire force is 
selected, designate it as "Group 1" by holding 
down [Ctrl] and pressing the [1] key. Now you 
can just punch the [1] key to quickly select 
your full force at any time. This makes it 
easier to direct concentrated fire at targets 
when giving attack commands. 


SELECT ALL LIMIT 


HITTING YOUR SELECT ALL 
KEY ONLY SELECTS THE UNITS 
THAT ARE CURRENTLY VISIBLE 
ONSCREEN. OFFSCREEN TROOPS 
ARE ПОТ SELECTED HY THE 

SELECT ALL COMMAND. 


Time to get moving. You should already know 
the basic mechanics of movement, but the 
following is a detailed description to get you 
through this mission. Select your entire force | i 
and right-click on the road due east near the % 
first streetlamp; your troops walk to that : 
spot. You soon encounter an alien soldier, 
a Lost One; your troops automatically open 
fire on it, but you can also right-click on the 
enemy unit to designate it as a target. 


An alternate grouping is to designate the two 
flamethrower squads as Group 2, with all 
other units combined as Group 1. This gives 
you the option to direct Group 2’s flames 
against particularly vulnerable enemy infantry 
targets while your main force (the Colonel and 
the six rifle Marine squads) hits other targets. 


A bit further east you run into a squad of 
more Lost Ones who open fire and then 
suddenly “phase out” (turn ghostlike) and 
creep away in retreat. (You cannot damage 

a phased-out unit.) Col. Moore warns you: 
"Careful! It feels like a trap." You should 
always trust this man's instincts. Continue 
warily east to the intersection, where an alien 
ambush awaits. 


Check your Mini-Map for the location of the 
objective—the ringed yellow circle on the 
eastern edge of the map. Left-click on that 
circle to move your camera view to your 
destination: the steps of the U.S. Capitol 
Building. Note also that your units are 
indicated on the Mini-Map. Selected units are 
white dots, while unselected units are green 
dots. The enemy alien units encountered in 
this mission appear as red dots. 


PHASED OUT N 


WITH CERTAIN ADVANCED | 
HIERARCHY RESEARCH, LOST 
ONES GAIN THE “PHASE SELF” 
ABILITY, WHICH GIVES THEM 
TEMPORARY IMMUNITY FROM 
DAMAGE AND LETS THEM PASS | 
THROUGH SOLID OBJECTS FOR | 
A SHORT TIME. IF A PHASED- | 
DUT LOST ONE LAUNCHES Arn 
ATTACK, HOWEVER, THEN IT 
IMMEDIATELY PHASES BACK ІП. 


USE COLONEL MOORE S GRENADE ABILITY TO DESTROY 


THE FUEL TANKER. 


Note that the ambushing Lost Ones lurk just in front of an overturned fuel tanker with a 
burning cab. Use this to your advantage. Quickly click on Colonel Moore (or on his Hero Icon 
in the bottom left corner of the screen] to select him. When you do this, the Colonel's special 
ability buttons appear onscreen. One is his MedPack, which gives him a quick HP boost if you 


Click on it. The other is his Grenade ability. 


Select Colonel Moore, then click on his Grenade ability button (lower left, circled) 


and target the overturned fuel tanker as shown here. 


Left-click the Grenade button to select that 
ability; your cursor turns into a circular blue 
targeting grid. Center this circle on the 
overturned fuel tanker and left-click again 

to lock in the target area. Colonel Moore 
automatically advances into range and lobs 
a high-explosive hand grenade at the tanker. 
When it goes off, the grenade detonates 
the fuel tanker too, decimating the Lost One 
squad. Objective complete! 


MEDPACK USE 


DON'T LET COL. MOORE’ S HEALTH 
BAR DROP CLOSE TO ZERO AT ANY 
TIME IN THE MISSION. IMMEDIATELY. 
ACTIVATE HIS MEDPACK IF HIS HEAL 
IS LOW: JUST CLICK THE MEDPAC 
: BUTTON TO GIVE THE MARINE HERO A 
QUICK HEALTH BOOST. THE MEDPACK 
RECHARGES IN JUST 30 SECONDS, SO 
DON'T BE AFRAID TO USE IT OFTEN, 
IF NECESSARY. 


Now continue east until you run into more 
alien infantry units. This time you face a 

few ugly Grunts along with more Lost Ones. 
Grunts are the mainstay of the Hierarchy 
ground forces; they wield close-range plasma 
shotguns, which are more effective the closer 
they get to their targets. Double right-click 
on each Grunt to concentrate all your units’ 
fire on it; focus on one Grunt at a time to 
take them down quickly. Try to engage them 
at long range; if a Grunt charges into your 
troops, pull back a bit. 


with their plasma 


Grunts like to rush and 
shotguns. 


As you fight east, you get a report that 
Charlie Squad is pinned down somewhere 
nearby and taking heavy fire. Your new orders 
are to keep an eye out for the beleaguered 
outfit as you work toward the Capitol 

Building. Proceed east down the long block, 
fighting through more aliens until you finally 
spot Charlie Squad up ahead at the next 
intersection. 


HELP DEFEND THE 
CHECKPOINT. 


Charlie Squad is fending off a frontal assault 
by a squad of big Grunts attacking down 
the cross-street from the north. A pair of 
big Defense Turrets helps hold the position, 
but your help would be greatly appreciated. 
Quickly direct Colonel Moore to toss a 


grenade at the fuel tanker up the cross-street 
on the east side. The explosion weakens the 
Grunts enough that you can take them out 
quickly. 


is to toss а 


Detend the checkpoint with Charlie Squad. A nice 1 
grenade at the fuel tanker {targeted here) just up the street. 


Now Charlie Squad joins your combined 

force, giving you command of more Marine 
infantry and flamethrower squads plus a 

few Humvees mounted with 5O-caliber 
machinegun turrets. For this mission, you can 
group Colonel Moore and all units, old and 
new, into a single company. 


REASSIGNMENT 


ONCE CHARLIE SQUAD JOINS UP, 
ANOTHER OPTION IS.TO SPLIT YOUR 
FORCE INTO TWO FAIRLY EQUAL 
GROUPS, PUTTING RIFLE MARINES, 
FLAMETHROWERS, AND AT LEAST 
ONE HUMVEE IN EACH GROUP. THIS 
LETS YOU TARGET MORE THAN ONE 
ENEMY AT A TIME WITH MIXED 
FIRE. OBVIOUSLY, EACH OF.THE TWO 
GROUPS HAS LESS CONCENTRATED 
FIREPOWER THAN A SINGLE 
COMBINED GROUP, BUT YOU HAVE 
MORE FLEXIBILITY AND CONTROL OF 

YOUR FORCES. 
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KO THE SPITTER TURRET 


Now head north up the street and knock 
out the enemy gun emplacement, a deadly 
Spitter Turret at the next intersection. The 
turret provides fire support for platoons of 
Grunts and Lost Ones roaming in the open 
National Mall behind it. Once the Spitter 
explodes, rush into the Mall and engage the 
enemy infantry. 


Here, Colonel Moore asks about air support 
and immediately gets his wish as a squadron 
of Apache attack helicopters screams in 

to scour the alien scum from the Mall. The 
exhilaration is short-lived, however; the 
Hierarchy has air support too. Within seconds 
a swarm of Saucers blasts your choppers 
from the sky, then zips away to the west. 


Your Apaches light up the alien groun 
alien Saucers returns the favor to ti 
bereft of air support. 


DESTROY THE REAPER 
DRONES 


Continue east along the Mall. Lost Ones 
make runs at your units, luring you 
forward. Next, a deadly new menace 
suddenly staggers out of the smoke and 
darkness—huge Reaper Drones, sucking 
up their grisly “harvest.” Your infantry 
weapons and flamethrowers are less 
effective against these mechanized targets, 
but heavy reinforcements finally arrive from 
the northwest. 


Sgt. Woolard rides to the rescue in his 
experimental tri-barreled Gatling tank 
nicknamed "Thumper," and he leads 

a trio of heavily armored Tanks. 

He also brings four Marine 
rocketlauncher squads, 
which are much more 
lethal against enemy 
vehicles than standard 
Marines; rocketlaunchers 
are able to target enemy 
airborne units as well. 
This new contingent wipes 
out the Reaper Drones in , 
fairly short order. 


"ч, 

SPECIAL. LA TACK 
EMPLOY SGT. WOOLARD'S POWERFUL "SATÜRATE "AREA" SPECIAL ATTACK. WHEN TRIGGERED 
THUMPER SPINS UP ITS BARREL AND RAPID-FIRES MANY EXPLOSIVE SHELLS INTO THE 
X — TARGET AREA. 


DEFEAT THE BRUTES 


Continue east along the grassy mall to the main street with 
two lanes going each way, then turn right and follow the 
street south. As you advance, move Sgt. Woolard and 
Colonel Moore to the rear of the column. A few Grunts and 
Lost Ones try to block your path, but the big fight comes at 
the intersection, where three very powerful Brutes hammer 
at a building—one down at its base, two up on the roof. Get 
ready—when they turn to face you, the Big Hurt is coming. 


other ur 


Your heroes can be in jeopardy here; a 
multiple-Brute attack can take out even stout 
heroes very quickly. Send the rest of your 


forces ahead and keep Sgt. Woolard and Col. 


Moore firing from the back rank. Thumper 
can lob shells and use its Saturate Area 
attack, and the Colonel can fire from long 
range and toss a grenade or two. However, 
keep them away from the Brutes in the early 
going! Let your other forces weaken the 
Brutes and take the brunt of their punishing 
attacks. Your heroes can close the distance 
and finish off the brutal beasts. 


The Brutes will likely thin out your force 
considerably; you may even lose everyone but 
your two heroes; but don't worry. Automatic 
reinforcements arrive once the last Brute 
falls. This is a prelude mission, after all. 


re finally beaten. 


BACK TO 


SECURE THE CAPITOL 
BUILDING AND RESCUE THE 
PRESIDENT. 


You're almost home free now. A swath of 
deadly green radiation running north/south 
seems to block access to the Capitol Building. 
Fortunately, if you veer northeast from the 
intersection where you fought the Brutes, 

you can find a narrow untainted passage if 
you head along the grass toward the Garfield 
Monument circle. 


Т 
Heres the path through the radiation to the Capitol Building, northeast 
through the Garfield Monument circle. 


stination-—the Capitol steps, guarded by three 
h no respect for American history 


One last alien group tries to halt your advance at the monument, but 
with your new reinforcements you're too strong at this point. Target 
the two Reaper Drones first, then mop up everything else including 
the final trio of Grunts who guard the Capitol steps. When the mission 
is complete, Colonel Moore extracts the President from the building 
just in the nick of time. _ e 
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Your Commander in Chief needs medical escort ASAP to the hospital at Fort McNair. After а 
quick but perilous trip down to the base, you take control of the Fort's structures and start troop 
production. Be quick about it! You must muster enough strength to escort the embattled Sgt. 
Woolard back to the base too, then confront a huge alien Habitat Walker bearing down on you. 


However, there's a twist to this mission. Your human forces prove to be nearly helpless against 
the massive alien machine, but once you get Sgt. Woolard to the base, you gain control of an 
interesting new set of units to finish the job on the giant Walker. 


MISSION CHECKLIST 

* Y e ESCORT THE PRESIDENTIAL AMBULANCE SAFELY TO FORT MCNAIR. 

ҮР a M, 4 TAKE CONTROL OF THE ARMY BASE AND START TROOP PRODUCTION. 

NA ¡| © GET SGT. WOOLARD SAFELY BACK TO THE BASE. 

“ж х e HANG ON AGAINST THE ALIEN HABITAT WALKER UNTIL “REINFORCEMENTS” ARRIVE. 


— x ө DIRECT THE NOVUS UNITS TO DESTROY THE WALKER. 
ENEMY TYPES 
| #@- 


SAUCER 


HABITAT WALKER 


MISSION WALKTHROUGH 


„О BJ E C T | V E 
ESCORT THE PRESIDENT TO FORT MCNAIR. 


You start with Colonel Moore, five Marine infantry squads, and one Marine rocketlauncher 
squad. Not an excessive amount of firepower there to protect the Presidential Ambulance, 
which you must escort southwest to Fort McNair. Fortunately, the enemy alien units along the 
way aren't particularly strong, either. 


If you want, you can fight along a direct route to the Fort marked on the Mini-Map, blasting 
Lost Ones and Grunts that block your way, moving slowly from engagement to engagement. 
A quicker strategy is to simply select all units 

including the Presidential Ambulance, then 

double right-click on the yellow objective circle 

in the Mini-Map. Your units will head directly for 

the Fort at top speed, bypassing engagements 

on the way. 


While this approach (not fighting back) may Mini-Map to the north. Rush Colonel Moore 


seem like a prescription for suicide, the north to rendezvous with Sgt. Woolard but 
Presidential Ambulance is heavily armored leave all other base forces in place; a large 
and Colonel Moore has plenty of HP (plus enemy force [including six beastly Brutes) is 
his MedPack for quick healing), so those advancing on the base from the east, and you 
two units can easily make it down to Fort need defenders on the east perimeter. 


McNair to complete the objective. En route, 
your troops slalom through powerful Plasma 
Bombs dropped by enemy Lost Ones, and 
chances are good that you'll lose many of 
your Marines to these explosions. Once 

Col. Moore and the ambulance reach the 
Fort McNair’s northern perimeter, the base 
defenses (turrets, tanks, and other units) 
awaken and annihilate the alien attackers. 


Sgt. Woolard is in jeopardy to the north, surrounded by alien units with 
a massive walker soon to arrive. Produce troops to help him! 


Now start cranking out troops from the Fort's 
unit production facilities. Here’s how: 


First, click on the structure named “Aircraft 
Pad” to open up its production queue, 

: ; then click three times on the "Build Object: 
í slance arrives safely, the Fort springs into life and you Apache" button at the bottom of the screen 
gain control of its units, vehicles, and structures. to put three helicopters into the queue. 
Apaches are versatile airborne weapons 
platforms, armed with Vulcan cannons and 
air-to-ground missiles. 


FINAL, 
DESTINATION 


HE PRESIDENTIAL AMBULANCE AND 
LATER, SGT. WOOLARD'S TANK ONLY 
` NEED TO REACH THE NORTHERN 
PERIMETER OF THE ARMY BASE 
TO COMPLETE THE RESPECTIVE 
OBJECTIVES. 


Next, set the rally point for all helicopters 
produced by the Aircraft Pad; with the 
structure selected, hold down the [Ctrl] 

key and right-click on the spot near where 
Woolard is surrounded. This way you can 
forget about the Apaches because once they 
roll off the production line they'll automatically 
fly to the rally point, putting them right in the 


PRODUCE ENOUGH TROOPS thick of the action in support of Sgt. Woolard. 
TO EXTRACT SGT. WOOLARD 


Shortly after you arrive at the base, a 
distress call comes in from Sgt. Woolard. His 
mechanized group is taking heavy fire from 
enemy forces; Woolard's units appear on the 


210997. 71930 
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ere) for production faciliti 
e up in the northeast. 


Hepeat these production steps with the 
Motor Pool and the Infantry Barracks. 

You have limited funds—just 7,500—so 
put only three tanks into the Motor Pool 
production queue, then put one squad each 
of regular Marines, Flamethrowers, and 
Rocketlaunchers in the Infantry Barracks 
queue. Finish by setting rally points for the 
Motor Pool and Barracks up near where Sgt. 
Woolard is trying to burst through the alien 
ambush and escape to Fort McNair. 


ESCORT SGT. WOOLARD TO 
FORT MCNAIR 


Once your troop production and rally points 
are set up, you can finally move the camera 


up to Sgt. Woolard and view his wooly 
predicament. Colonel Moore should be 
helping his fellow hero by now, so combine 
their firepower to clear a path through the 
alien horde surrounding Woolard’s tank. The 
Apaches arrive soon too, one by one, to help. 


HS 


the north, bec 


During this time you get reports that a huge 
alien walker has been sighted; it appears at 
the northern edge of the map and starts 
moving inexorably south. Don't let your 
heroes tangle with the big mecha-beast! Just 
get Woolard down to the base as quickly as 
possible to complete the current objective. 


MAKE YOUR LAST STAND 
AT FORT MCNAIR. 


Once Sgt. Woolard arrives at Fort McNair, 
you're directed to go all out to defend the 
base: "It is critical that the area is defended 
for as long as possible." The painful fact is 
this: there is nothing you can do to stop the 
walker. In fact, the sooner the walker reaches 
your Aircraft Pad and starts crushing it, the 
better. 


The new alien force attacking Fort McNair from the east includes a squad of big Brutes. Keep your heroes away from 


them during the last seconds before the walker arrives at the base. 


Im) ттл 


ПЕ ] 
Ets көзе 
The Hierarchy walker trudges unstoppably toward your Aircraft Pad. 
Just get out of its way! 


WATCH THE NOVUS ARRIVAL 


When the screen fades to black, enjoy the cutscene as the Novus hero Mirabel (inside her 

mobile battle suit, a sentient robot named Viktor) leads in a Novus strike force to intercept the 
walker. Mirabel tries to communicate with Col. Moore, but with no luck. The other Novus hero 
characters, The Founder and Vertigo, arrive shortly thereafter. The Founder orders Mirabel to 


focus on the walker. 


DEFEAT THE ALIEN 
WALKER. 


Now you control the Novus forces. Target 
the nearest Plasma Turret hardpoint on the 
walker's leg with Mirabel/Viktor, and start 
following the orders she barks out: 


First, a squad of Ohm Robots appears. 
Mirabel directs them to take out the Plasma 
Turret hardpoints on the walker's legs. 
Select any Ohm Robot and hit the [E] key to 
automatically select all Ohm Robots. Assign 
them a group number (“1”, for example) 
and target any Plasma Turret hardpoint 

you find mounted on a leg. Knocking out leg 
hardpoints wont KO the Walker, but blasting 
off Plasma Turrets reduces its offensive 
firepower, making it easier to destroy. 


Your Опт Robots should target the walkers leg hardpoints, especial! 
the Plasma Turrets that are dishing out da 


есопа, a squadron of four Dervish jets 
ppears. Mirabel orders them to activate 

eir Death Bloom special attack and target 
е enemy Saucers hovering near the walker. 
gain, click on any Dervish and hit [E] to 
elect all Dervishes; assign them as Group 

. Click on the “Dervish Death Bloom” special 
аск button at lower left and set the target 
rea by right-clicking near the Saucers. The 
 Dervishes all enter a fixed stationary spin, 
firing their weapons in a deadly sphere than 
wipes out the Saucers. 


20 
ish Death Bloom spiral is a killer against enemy s 


Third, a platoon of Antimatter Tanks appears. 
Mirabel directs them to target the "crown , 
hardpoints"—the four hardpoints attached to _ 
sockets on the top part of the Habitat Walker, 
called the crown. You must blast through 

two of the four crown hardpoints and their 
underlying socket panels to expose the green, 
glowing Coolant Nodes underneath; when 

you destroy two of the Walker's four Coolant 
Nodes, the Walker is destroyed. 


Select all your forces, including the new 
tanks, and have everyone target a single 
crown hardpoint. On this Walker, all four 
crown sockets are outfitted with Armor 
Plating hardpoints. Keep the pressure on just 
one Armor Plating hardpoint until you blast 
it off, revealing what's labeled the "Habitat 
Walker Panel" underneath. Target that panel 
until you blast that off, exposing a green, 
glowing core labeled the "Habitat Walker 
Coolant Node." Focus all fire on that until it 
explodes in a spectacular fireball. 


The Walker isn't dead yet. You must repeat 
the process on a second Armor Plating 
hardpoint, then its underlying panel, and 
finally the exposed Coolant Node. When the 
second node explodes, the Habitat Walker will 
fall. In the meantime, more help arrives. 


FOCUS.FIRE 


SECOND ONE. 


A pair of odd-looking Amplifier units arrives 
on the scene. Mirabel orders them to focus 
their resonating sonic energy beams at 

the weakest hardpoints. Pick out crown 
hardpoints with HP bars in the yellow or red 
range and hit them with Amplifier harmonic 
projection attacks to destroy them quickly. 
Better yet, have them target the crown 
Armor Plating, underlying panel, or Coolant 
Node that you have everybody else targeting. 


. TARGET JUST ONE CROWN HARDPOINT AT A TIME—DON'T SWITCH BACK AND FORTH! KEEP 
АММЕНІМС THE SAME HARDPOINT UNTIL. ITS COOLANT NODE DETONATES, THEN MOVE TO A 


2“ 


TX Keep all four groups hammering away at the 


N, 
DON'T RUSH b Walker in the order and manner described 
УПИ HAVE PLENTY OF TIME ТП previously. Again: When you knock off a 
KILL THIS WALKER. INITIALLY, crown hardpoint and panel to reveal a green, 
IT APPEARS TO BE ESCAPING glowing Coolant Node, focus the attacks of 
TO THE EAST, BUT WHEN IT all four groups on that node until it explodes, 
REACHES THE EASTERN EDGE which obliterates the socket for good. Once 


OF THE MAP IT MERELY VEERS | 
AROUND AND HEADS BACK INTO 
THE CENTER OF THE AREA. 


you destroy two Coolant Nodes, the alien 
Habitat Walker finally collapses into a heap of 
junk. Mission complete! 


“LU LAL 
еле GUO SS OI Ten 


The “Novus missions” technically started in the last half of the second Prelude 
mission, but here's where the Novus story line really begins. 


You start with a global view of the situation: Novus forces have arrived on Earth 
via their quantum portal technology and are setting up bases in two regions of 
the United States: Appalachia and the Pacific Southwest. Mirabel argues 
for communication with the “sentients” (earth humans) but The Founder 
overrules, ordering her to focus on the primary purpose of 
Novus programming: destruction of the Hierarchy. 


The Founder then sends Mirabel and her mobile battle unit, Viktor, to establish 
forward positions in the Middle East. He explains, "Since we must rely on guerrilla 
tactics, our exposure will be minimal there." 


MIssian 7 


This mission is essentially a Novus base-building tutorial with a touch of super-weapon 
action thrown in. You must build and defend a base, and protect your resource Collector 
units as they work the area's supply sources. You must also fend off a final assault by 


the Hierarchy's most fearsome units. 


MISSION CHECKLIST 

© BUILD A NOVUS BASE. 

© DEFEND THE SUPPLY NETWORK FROM GROUPS OF HIERARCHY RAIDERS. 
© REPLACE THE LOST FLOW GENERATOR. 


e USE THE BLACK HOLE GENERATOR TO 
DEFEAT THE HABITAT WALKERS. " 


ENEMY TYPES 
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DETECTION ПЕППЕ 


MISSION WALKTHROUGH 


BUILD A FLOW CONDUIT IN 
THE HIGHLIGHTED AREA. 


Select two of your four Constructors (just 
drag a selection box around them) and assign 
them a group number. This will be your 
"base construction group"; the other two 
Constructors become your roving conduit 
builders and repair units when you start 
exploring the map and expanding your Flow 
network. 


Now select all four Constructors and click 

on the "Build Object: Flow Conduit" button 

in the lower left of the screen. Your cursor 
turns into a Flow Conduit template—that is, 
the shape of a Flow Conduit on a grid. Move 
it around. If any part of the template is red, 
you can't build in that location. If the template 
turns completely green, you've found a spot 
where you can build. 


In this case, move the Flow Conduit template 
into the glowing yellow circle. It should turn 
completely green. Click to start building a 
Flow Conduit there. With four Constructors 
all doing the job, the work finishes in a blink. 


: ж > = 
network gap with a Flow Conduit tower in 


BUILD RECYCLING CENTERS 
IN THE HIGHLIGHTED 
AREAS. 


With all four Constructors selected, click 
on the Recycling Center build button and 
construct a Recycling Center in each of the 
two glowing yellow circles. Alternately, you 
can split your Collectors into twos and build 
the two centers simultaneously. Once both 
are built, you trigger the next objective. You 
also trigger a conversation between Mirabel 
and The Founder; her concern for the 
sentient human forces continues. After all, 
they are fellow "organics." 


BUILD ROBOTIC 
ASSEMBLIES WITHIN THE 
POWER RADIUS. 


Your next task is to get your troop production 
capability up and running. Select your 
Constructors and click the Robotic Assembly 
build button. This time you don't have any 
yellow circles marking the build locations for 
you. You're on your own to find two suitable 
spots "within the power radius." 


Your first set of objei 
Cent 


Where is this power radius? When you click 
the Robotic Assembly build button and your 
cursor turns into a building template, you 

also see gray circles appear around the Flow 
Generator and the Flow Conduits. Each of 
these circles marks a “power radius" inside 
which power is available. You must place a 
Robotic Assembly so that at least part of the 
structure is inside a power radius, or else the 
finished building has no power source. Again, 
make sure the Robotic Assembly template is 
completely green—no red, no blue—before 
you click to start construction of a building in 
that spot. 


The only combat troops you can produce 
in this mission are Ohm Robots from the 
PROVIDING POWER Robotic Assemblies. Look in the upper 
You САП BUILD ANY NOVUS 
STRUCTURE OUTSIDE OF THE 
POWER RADIUS, BUT THAT 
BUILDING WON'T HAVE ANY | 
POWER. AS YOU MOVE A 
TEMPLATE AROUND, IF ITS 
GRID TURNS GREEN BUT ITS 
BUILDING SHAPE 15 BLUE YOU | 
CAN BUILD THE STRUCTURE ПП 
THAT SPOT BUT IT WILL HAVE | 
ПП POWER SOURCE. 


right of the screen. See that “0/90” in the 
corner? That means your population cap 

is 90. The “O” means you have no troops 
yet; neither Mirabel nor your Constructors 
count toward your cap in this mission. Ohm 
Robots count as 1 apiece against your cap. 
So start building Ohm Robots at both Robotic 
Assemblies. You can keep building them until 
you get 90 (and should do so), but once you 
have 10 or so, group them with Mirabel. 


As soon as you get two Robotic Assemblies 
built, each within a power radius, you 
complete the objective. 


REINFORCE AND DEFEND 
THE SUPPLY LOCATIONS. 


Suddenly, Mirabel announces that Hierarchy 
forces have spotted the Novus presence, 
and one of your supply areas is under attack. "FLOW" TO THE ENEMY 
Another yellow circle starts pulsing on the 

Mini-Map; click on that Mini-Map spot to see Here's where you can test out the amazing 
two Lost Ones, a Grunt, and a Detection Novus Flow network. Select Mirabel's group 


vehicles northwest of the base, waiting to the location of the Hierarchy menace. Mirabel 


prey on your helpless Collectors. Other than Cant flow through the network (she's organic) 
Mirabel, you have no fighting units. Time to but Viktor uses his jets to boost them swiftly 
build some. across the landscape toward the spot. 


um ча 


OHM OVERFLOW 


KEEP PUMPING OUT OHM ROBOTS! г 
НІТ ТНЕ INFANTRY BUILD GUEUE 
BUTTON EVERY 30 SECONDS OR 
SO AND PUT MORE ROBOTS, INTO 
oo KON AT BOTH ROBOTIC 
“ASSEMBLIES” ж” 


Meanwhile, the Ohm Robots hustle to the 
nearest Flow Conduit, dematerialize, and 
quickly "flow" from tower to tower to the Flow 
Conduit nearest the spot you double-clicked. 
At the destination conduit, the Robots 
rematerialize and rush into battle. Sweet! 
Attack and wipe out the Hierarchy raiders. 


want many of them 


Shortly after you wipe out the first enemy 
group, a second one appears due east 

of your base, on the eastern edge of the 
тар--а mixed squad of Lost Ones and Grunts 
accompanied by another Detection Drone. 
Flow a second group of Ohm Robots directly 
there from the base, and split off Mirabel 
from your first Ohm Robot group and send 
her jetting to face the new incursion as well. 
Meanwhile, flow the first Ohm Robot group 
back to the base area. 


Pm. 
WATCH FOR 
/ YELLOW \ 


REMEMBER = CHECK YOUR MINI- 
MAP FOR THE ` YELLOW LOCATION | 
MARKERS WHEN NEW OBJECTIVES 
Ж APPEAR. 


After you eliminate the second enemy 
incursion, a third enemy wave attacks to the 
south. This group includes three Lost Ones, 
three Grunts, and another Detection Droid. 

Flow troops down to greet them with extreme 
prejudice; send Mirabel too. Once you defeat the 
third enemy group, your objective is completed. 


Each of the first three Hiera. 
Ones plus a Detection Droid. 


| DEFEND THE BASE. 


Soon a new attack begins. A fleet of 
Hierarchy Saucers descends on your base 
and destroys your Flow Generator, despite 


| your valiant defense efforts. Don't worry, you 
| didnt fail—there's nothing you can do to stop 


this attack. After the generator explodes, 
the Saucers flee out of range. (You won't see 
them again.) A new objective appears. 


LLO B J E C T i V Е | 
REBUILD THE FLOW 


GENERATOR IN THE 
HIGHLIGHTED AREA. 


Mirabel suggests that you build a new Flow 


Generator closer to the Black Hole Generator 
up on the nearby ridge. Do this quickly! Use 
all four Constructors—the sooner you get the 
Flow Generator built, the faster you charge 
up the Black Hole Generator, which you 
desperately need online as soon as possible. 


rin the H 


an charge up its awesome power 


A yellow circle marks the build spot for you. 
The moment your Constructors finish the 
Flow Generator in the highlighted area, the 
Black Hole Generator begins the process 

of charging up. You can see the charge 
progress on the gauge at the bottom of the 
screen; when the gauge cycles to completely 
blue, the 
“gravity 
bomb" (as 
Mirabel 
calls it) 
will be 
ready for 
use. 


-- 


һагде дай 


In the meantime, however, two massive 
and largely unstoppable Hierarchy Habitat 
Walkers are thundering toward your base 
from the south. 


RETURN TO 


LOB JECT ELV EJ 
DEFEND THE BASE. 


You could throw all your Ohm Robots at the 
Walkers, but your infantry will have little 
effect until the big machines are significantly 
weakened by the Black Hole Generator. Also, 
your super-weapon attack will wipe out your 
own robots if they're within the black hole’s 
effect radius, but the blast won't completely 
destroy the Habitat VValkers, so you need 
surviving forces to KO them. 


Let the Walkers walk unmolested. Keep your 
Ohm Robots nearby, but out of range. Just 
keep them ready to pounce on the walkers in 
the aftermath of the black hole blast. 


MIRABEL’S 
ЭАРЕТА. 


ER MIRABEL AWAY. FROM "X WALKERS 
UNTIL AFTER You" NAIL THEM WITH TH 
‘BLACK HOLE GENERATOR. THE NOVUS 
GRAVITY. BOMB в INDISCRIMINATE IN ITS 
ESTRUCTION, so IF MIRABEL IS TOO CLOSE. 
OITS DETONATION, SHE MAY BE DESTROYED 
TOO, COSTING YOU.THE MISSION. 


r base, crushing everyth 


Yes, it's painful to watch the Walkers stomp 
angrily toward your base, but be patient. 
When the Black Hole Generator is fully 
charged at last, Mirabel shouts, “Fire at 
will!” Click on the charge gauge to select 
the Black Hole Generator; your cursor 
turns into a targeting circle. Click this circle 
slightly behind the lead Walker. After a short 
time lag, a deadly miniature black hole is 
generated on the targeted spot, sucking 

in matter and inflicting heavy damage on 
everything within a fairly wide radius of 
destruction, including both Walkers (апа 
your base structures, unfortunately). 


but it inflicts considerable 
ops and target each 
1 here} 


The Walkers survive, but take note of the 
damage: several exposed Coolant Nodes, 
glowing green on the hardpoints of each 
Walker, present juicy targets. Target them 
with your troops. Again, when two nodes 
are destroyed, a Walker falls dead. Nail 
them both. Objective completed and mission 
accomplished! 


The Founder checks in and congratulates 
Mirabel on her success. The overall Novus 
goal it to attack the Hierarchy command 
ship, but the enemy has established global 
theater control. 
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GLYPH CARVING (GEN. MOORE AND MARINES) 
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The Founder expresses surprise that the Hierarchy hasn't followed its usual brutal дате 
plan and started the "purification process," the Hierarchy strategy that lays waste to 
all sentient life on a targeted planet. Its imperative to learn why not, and when Novus 
sensors spot an inbound scout vehicle, Mirabel is deployed to track it down and find out 
what's up. The trail leads into the farm country of the American Midwest. 


MISSION CHECKLIST 
"m. e HOOK UP WITH THE U.S. ARMY FORCES. | 
© DISABLE THE THREE HOLDING PENS. | о 
ө FIND AND HACK INTO THE DETECTION DRONE. ме p 
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PHASE ТАЛК 


MISSION WALKTHROUGH 
OBJECTIVE) 


INVESTIGATE THE GLYPH TO THE WEST. 


Mirabel deploys with two Hackers, units with the ability to take control of the enemy's 
mechanical units and electronic systems. Upon arrival, you get reports of “sentient forces” 
(Earth humans) engaged with the Hierarchy up 

ahead. Further analysis shows that some of 

the humans are contaminated and emitting 

dangerous radiation. 


252277 


Rag? 


Head due west. Watch out for the irradiated 
Slaves that rush out of the red barn just up 
ahead; Slaves are human civilians or infantry 
transformed by Hierarchy Defilers (you'll meet 
some of these shortly) into hideous creatures 
that hurl deadly radiation bombs. Blast any you 
meet—a quick Missile Barrage from Mirabel 
can wipe them all out in one hit—and continue 
west to the big glyph carved in the soil. 


Here you trigger a cinematic in which Mirabel 
establishes voice contact with General 
(formerly Colonel) Moore, the American 
soldier you controlled in the Prelude missions. 
While your Hackers keep the Army vehicles 
"locked down" (disabled), Mirabel explains to 
Moore that Novus and Earth fight the same 
enemy. She tells him about the spreading 
contagion; after Moore guns down an 
attacking Slave, he sees her point. 


bel finally commut 
together. 


is not good, but 


After the cinematic ends, General Moore 
relays a recon report of giant walking units 
"sucking up" some of the locals. Other 
civilians are being driven into holding pens. 
You agree to help free them. 


DISABLE THE SENTIENT 
HOLDING PENS. 


General Moore and his men now join your 
small Novus force, but although the U.S. 
Army troops follow Mirabel across the 
landscape, they still fight independently— 
you can’t give them commands or control 
their actions. 


General Moore а! | S. Army units jain you as NPCs 


d 
TIMELY REINFORCEMENT 


THIS MISSION FEATURES 
AUTO-REINFORCEMENT THAT 
15, WHENEVER YOU LOSE A 
HACKER OR ОПЕ OF THE U.S. 
ARMY UNITS, A REPLACEMENT 
FOR THE LOST TROOP 
AUTOMATICALLY APPEARS. 
THESE REINFORCEMENTS 
ENTER THE MAP FROM ITS 
SOUTHERN EDGE AND WORK 
THEIR WAY ACROSS THE 
FARMLAND ALL THE WAY TO 
YOUR CURRENT POSITION. 


Note that the three holding pen locations аге 
now marked on your Mini-Map, but before 
you proceed to the nearest pen, fight off the 
nearby Hierarchy forces and watch out for 
an enemy Troop Transport craft dropping off 
more. Here you face your first Defilers and 
possibly Phase Tanks, too. 


йш. ш; dps into Slaves. cese them 


| Defilers spew irradiated plasma that not only 
| damages vehicles but also mutates infantry 
(and civilians) into horrific, contaminated 
Slaves. When you see a green pool spreading 
from a Defiler, move your infantry units 

| (Hackers only in this mission) quickly away 

‚ from the glowing goo. Phase Tanks fire 

| plasma bursts along the ground that are 

| particularly effective against vehicle targets. 


Let Mirabet s health bar 
recharge if necessary after 
ғасһ holding pen liberatian, but 
поті dally taa long. Hierarchy Troop 
Transports arrive regularly ta drop off 
hostile units, including Uefilers, Phase 
Tanks, and vicious Brutes. 


DISABLE THE FIRST PEN 


Once you clear the area, head directly for the 
nearest holding pen, the southernmost one 
on the map. Immediately target the Defilers 
with your Hackers to freeze them, letting 
Mirabel and the Army forces knock them 

out. Mop up any remaining CE сү units 
and send any : 
Novus unit into 
the yellow 
highlighted 
circle to 
disable the 
pen. 


DISABLE THE SECOND РЕП 


If you lost any Army units, wait a few seconds 
until reinforcements automatically arrive. If 
you lost a Hacker, a Novus Troop Transport 
ship drops off a replacement at your current 
location. Let Mirabel get to full health too, if 
she suffered damage in the fight. Proceed 
northwest across the landscape toward 

the next holding pen, the westernmost 

one. Watch for a Reaper Drone draining a 
farmhouse, and be wary for Slaves rushing 
from buildings. 


Once you arrive at the holding pen, KO the 
Defilers first, mop up the rest, and move a 
Novus unit into the highlighted circle. 


STAY SAFE 


Б" ы” 
IF MIRABEL'S HEALTH, GETS 
)DANGEROUSLY LOW, DON'T HESITATE TO. 
BEAT A SWIFT RETREAT! PULL HER WEI 
AWAY FROM COMBAT; THE HIERARCH 


ANY COMING BEFORE YOU RE-ENGAGE 
THE ENEMY. 


you want to avoid: a Defiler spewing ated pla 
ivilians and infantry, turning allies or neutrals into hostile 
Slaves. 


DISAGLE THE THIRD PETI 


Repeat the previous tactics to liberate the 
hostages in the third holding pen. Once the 
pen is disabled, you learn that a Hierarchy 
base is located to the east of your position. 
A Detection Drone there may have the 
information you seek, but you need one of 
your Hackers to hack and extract it. 


ESCORT A HACKER TO THE 
HIERARCHY DETECTION 
DRONE. 


Don't start out without all three Hackers; if 
you're short one, wait until the Novus Troop 
Transport drops off a replacement. From the 
third holding pen, head southeast until you 
find a ravine that leads east, protected by 
several Lost = 
Опез. бип 
them down 
and proceed 
east up the 
ravine. 


= 
Find 
leads right to the Detection Drone you seek 


Two Hierarchy Spitter Turrets are planted 
just up the ravine. Quickly select a Hacker 
and right-click on one turret to take control 
of it; do the same with a second Hacker on 
the second turret. Now both Spitter Turrets 
swivel around looking for Hierarchy units to 
spit at. 


just up the ravine. 


March Mirabel and your third Hacker straight 
east to the Detection Drone. The Hacker will 
automatically take control of the drone, and 
your mission is successfully completed. 


Опсе you reach the Detection Drone, your remaining Hack 
automatically takes control and the mission is completed. 
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The Founder is pleased; the newly hacked data is providing good information about ways 
to infiltrate the Hierarchy command ship. In the meantime, Novus must plan ahead for 
its escape from the planet by reassembling their quantum portal for the trip home. 
Mirabel and her fellow Novus hero, Vertigo, are tasked to gather the seven portal pieces 
as they are dropped onto the map in Eastern Siberia. 


This mission introduces you to Vertigo and his unique capabilities. You also get familiar 
with the sneaky Corruptor, a virus-implanting aerial scout, and a new infantry unit, а 
powerful melee-brawler known as the Blade Trooper. 


MISSION CHECKLIST 

e CONSTRUCT A BASE AND DEPLOY A STRONG DEFENSE FORCE. 

e USE VERTIGO TO GATHER SIX PORTAL PIECES AS THEY APPEAR. 

ө DESTROY THE ENEMY S GRAVITIC TURRETS GUARDING THE SEVENTH PORTAL PIECE. 
e HAVE VERTIGO BRING BACK THE LAST PORTAL PIECE. 


ENEMY TYPES =a 
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MISSION WALKTHROUGH 


USE VERTIGO TO BRING 
ALL SEVEN PORTAL PIECES 
BACK TO THE BASE. 


You start with Mirabel and Vertigo plus 
some Constructors and a small squad of 
Ohm Robots dispersed around a partially 
constructed base that includes a Command 
Core and a Flow Generator. A widespread 
network of Flow Conduit towers is already 
in place. As the mission opens, Novus 
command reports the arrival of the first 
portal piece. Mirabel orders Vertigo to 
retrieve it. 


_ Here's where you learn how to operate 

‚ Vertigo's first special ability. Vertigo is a 

| stealth unit who can fly undetected anywhere 

| on the map. His Upload/Download ability lets 

| him disassemble non-organic ground units at 

| the nano-level, upload them as nanites into 

his data matrix, and 'download' (reassemble) 

them elsewhere. In this mission Vertigo can 

use this ability to retrieve the portal pieces as 
they beam down onto the map. 


! 
Wi ze 
Send Vertigo to upload each portal piece as it arrives. 


ue 


Select Vertigo and fly him to the first portal 
piece, highlighted on the map. Click on 
Vertigo's Upload special ability button at 
lower left, then click on the portal piece to 
quickly upload it into Vertigo’s nanite matrix. 
Fly Vertigo directly back to the Novus Portal 
Piece Transport in the base, highlighted down 
in the southeast corner of the map. 


о uploads a portal piece, direct him to download it next to 
5 Portal Piece Transport, which in turn assimilates the piece 
for storage. 


Click on Vertigo’s Download button (same 
one as the Upload button, just renamed) so 
that the onscreen cursor turns into a small 
circular marker. Click this marker next to the 
Portal Piece Transport. Vertigo downloads 
the portal piece onto the ground inside the 
marked circle. The Portal Piece Transport 
automatically loads the piece onto its 
transport rack. 


One portal piece down, six to go! 


BUILD A RECYCLING 
CENTER WITH YOUR 
CONSTRUCTORS. 


As Mirabel suggests, building a Recycling 
Center while waiting for the next portal piece 
to arrive is an efficient use of time. Select 
your contingent of Constructors and build a 
Recycling Center within the power radius of 
the Flow Generator. 


MONOLITHIC 
MICURSIONS 


Enemy Monoliths teleport 

in ta probe your base from 
time to time during the mission. This 
pesky Hierarchy craft not only spies 
an you but can disrupt your production 
facilities with its radiation beam. Keep 
Пһт Robats and Corruptors distributed 
throughout your base area іп blast 
Manaliths out of the sky whenever 
they appear. 


ADD A ROBOTIC ASSEMBLY. 


This isn’t listed as an official “objective,” but 
you should always build a Robotic Assembly 
as soon as possible. Once the facility is up, 
produce a few more Ohm Robots for base 
defense, then construct the Blade Assembly 
upgrade—that is, click on the Robotic 
Assembly and click the upgrade button. Once 
the upgrade is completed, start mixing in 
Blade Troopers to your infantry build queues. 


BUILD AN AIRCRAFT 
ASSEMBLY WITH YOUR 
CONSTRUCTORS. 


Next, take Mirabel's advice and direct your 
Constructors to build an Aircraft Assembly 
facility. When completed, this building lets you 
produce Corruptors. Corruptors are speedy 
flying scouts that can inflict light damage 

to both air or ground units. They also have 

the Corrupt special ability, which transmits 
computer viruses into non-organic enemy units. 


Build an Aircraft / 
can transmit compute 


ly to produce Corruptors, aerial scouts that 
iruses into enemy machines. 


As Mirabel points out, viruses can slow down 
enemy units and give you feedback on their 
positions. In addition, Vertigo can use his 
Viral Control special ability to take control of 
Corruptor-infected units for a period of time. 
You can 7 ; 
direct 
these viral- 
controlled 
enemy 
units as if 
they were 
your own. 
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A Corruptor can transmit compu 
control of any virus-infected unit. 


АП ENEMY UNIT INFECTED BY CORRUPTOR COMPUTER VIRUS DISPLAYS 
А GREEN COLUMN OF BINARY DIGITS ABOVE IT. IF VERTIGO USES VIRAL 
CONTROL ОП A VIRUS-INFECTED UNIT, A BLUE STRANO CONNECTS THE UNIT 

ТП VERTIGO AND THE COLUMN OF DIGITS TURNS BLUE. 


Eo last bit of advice: Keep Mirabel near the center of the base, by the Flow Generator, in 
| the early going. Her range is long enough to get her involved in defending the base against 
attackers regardless of the direction from which they come. 


UNIT, DISTRIBUTION 


AS YOU CRANK UNITS OUT OF YOUR ROBOTIC AND AIRCRAFT ASSEMBLY FACILITIES, DISTRIBUT 
MIXED GROUPS OF COMBAT TROOPS AROUND THE BASE FOR DEFENSE. HIERARCHY AIR 
AND GROUND UNITS ATTACK FROM THE WEST, NORTH, AND SOUTHWEST, AND MONOLITHS 
TELEPORT DIRECTLY то THE BACK AREAS OF YOUR BASE AS WELL. 


ВАСК ТО 


USE VERTIGO TO BRING 
ALL SEVEN PORTAL PIECES 
BACK TO THE BASE. 


During all this flurry of construction activity 
the second and third portal pieces appear on 
the map, one at a time. As each of these two 
pieces appears, send Vertigo to upload and 
bring it back to the Portal Piece Transport. 


Meanwhile, continue building up a large and 
well-mixed force of Corruptors, Ohm Robots, 
and Blade Troopers. Keep your build queues 
full! The sooner you get your base defense 
force up to its Population Cap of 90, the 
safer your base will be. 


DONT SWEAT LOSING THE FOURTH 
PORTAL PIECE. 


When the fourth portal piece appears, you 
see a quick cutscene of an enemy Reaper 
Drone sucking it up and lumbering away. The 
drone carries the portal piece back to the 
Hierarchy base. So you must send Vertigo 
right into the heart of an alien-infested 
hellhole to retrieve it, but don’t do it yet! 


This Reaper Drone collec 2 fourth portal piece that appears. 


enemy's base defenses include powerful 
-air Gravitic Turrets; these not only attack 
jur Novus air units, but also freeze them in 

ace so they Cant fly away. The base is also 

swarming with Monoliths, which can detect 


stealth units. So if you try to sneak in the 
stealthy Vertigo to the base to upload the 
portal piece, the Monoliths will spot him and 
the Gravitic Turrets will tear him to shreds. 


Save the fourth portal piece for last. It 
remains intact in the Hierarchy base until 
you're ready to retrieve it, so there's no rush. 


stealth-detecting 


PLAY DEFENSE WHILE YOU RETRIEVE 
THE OTHER THREE PORTAL PIECES. 
Continue beefing up the force of Blade 
Troopers, Ohm Robots, and Corruptors 
arrayed around your base. Keep your 
defenses well-balanced as you snuff out 
repeated Hierarchy thrusts into the base. As 
you suffer losses in combat, get more troops 
in your build queues. 
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WALKERS 


Oant try to tangle with any 
uf the Habitat Walkers in 
this mission Satisfying as it would be 
£n take down une of these big boys, 


it's unnecessary and costly here. You 
can accomplish your objectives more 
efficiently if you stay out of slugfests 
with powerful units. 


When the fifth, sixth, and seventh portal 
pieces appear one at a time, Vertigo can 
retrieve them with little trouble. Note that 
en route to the sixth piece he spots enemy 
Habitat Walkers stomping around the map. 
There are three total; each one eventually 
hunkers down in the river that splits the 
map in half. (See their locations at 9 on the 
mission map.) 


р d Once you get the seventh portal piece 
` downloaded to the Transporter's racks, you 
| ; should be ready to go get the fourth piece 
| trapped i in the turret-guarded Hierarchy base. 


Group Mirabel and ТЕТЕ toge is a strong force comprised ри! 
of ground units. 


SENO A POWERFUL GROUND FORCE 
NORTHWEST ТО THE ENEMY BASE. 


Group Mirabel and Vertigo with at least 10- 
12 Blade Troopers and 15-20 Ohm Robots. 
Add a few Corruptors too, then send this 


ЕЗ 


group in formation up the ravine to the 
northwest, following the line of Flow Conduits. 
Leave behind several strong mixed Е 
Hierarchy ED 
attacks 
on your 
base will 
continue. 


Wipe out any resistance as you follow the 
ravine to the northwest; if you lose units, 
bring up more from your base to replace 
them. (Keep your Robotic and Aircraft 
Assemblies working!) When you reach the 
double railroad tracks at the ravine's end, 
veer west and follow the tracks across 
the bridge. Dont let your units engage the 
powerful 
Habitat 
Walker 
sitting in 
the river 
just south 
of the 
bridge! 


HESSE ose 
Once you reach the 
the action until the 


Оп the west side of the bridge, turn your 
assault force right and head north up to the 
Hierarchy base. As you approach the base, 
split Vertigo away from the main group. Let 
him hover off to the east, well away from the 
Gravitic Turrets, but keep him ready to swoop 
in for the remaining portal piece the moment 
your ground troops clear out the nearby anti- 
air turrets. 


HEROES FIRST! 


Remember ta protect Mirabel 
and Vertiga! IF one of your 


heroes goes down, gau lose the 
mission. Rush them away if their health 
gets low. You can always rebuild your 
assault farce and try again. 


KNOCK OUT THE GRAVITIC TURRETS 
GUARDING THE PORTAL PIECE. 

Let Mirabel lead the ground assault on 
the enemy base. Start by knocking out 
Spitter Turrets and other units near the 
portal piece. Turn all guns on the Gravitic 
Turrets near the portal piece. Keep a 
wary eye оп Mirabel’s health bar! If it 
drops into the low end of the yellow 
range, immediately boost her out 

of the firefight for healing. Let your 
other units fight and draw fire. 


The moment the last Gravitic Turret en route 
to the portal piece is destroyed, immediately 
speed Vertigo to upload the piece and 
simultaneously pull Mirabel out of the fight 

(if you haven't already). Rush Vertigo directly 
back to the base while you guide 
Mirabel eastward to safety. Once 
the final piece is downloaded 

into the Novus Portal Piece 
Transport, the mission is 
completed. 
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The Founder reports that during transport some of the portal sections were damaged. Novus 


command has identified Turkestan as a region with sufficient carbon deposits De, oil) for the 
necessary repairs; the Founder sends Mirabel there. Although quantum waveforms in the area are 
at optimal levels for portal travel, the window is closing, so the repairs must be started quickly. SS 


This mission has a time limit to complete the first objective. The second part of the mission puts you 
on defense, protecting not only your base (including the Portal Piece Transport and the Home Portal 
itself) but also four sentient villages around the map. (Mirabel's soft spot for her fellow organics 
motivates this objective.) Finally, you go on the attack, methodically wiping out the Hierarchy base 
sector by sector. 


You lose the mission if you lose Mirabel, the Home Portal, or more than two sentient villages to 


destruction. 


p 


MISSION CHECKLIST 

e SEND OHM ROBOTS TO "CAPTURE" ALL AVAILABLE HYDRAULIC PUMPS IN THE AREA. 

e START BUILDING A HOME PORTAL WITHIN THE ALLOTTED 6-MINUTE TIME LIMIT. 

e DEVELOP YOUR BASE AND BUILD A STRONG BASE DEFENSE. 

© CAPTURE TURRETS TO DEFEND SENTIENT VILLAGES AGAINST BEING OVERRUN BY HIERARCHY FORCES. | 


e DESTROY THE ASSEMBLY WALKER. T 
e DESTROY ALL COMPONENTS OF THE HIERARCHY BASE, INCLUDING A : Du ve 
HABITAT WALKER AND THE ARRIVAL SITE. ( * Шы, A 
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MISSION WALKTHROUGH 


USE CONSTRUCTORS TO 
BEGIN BUILDING THE 
HOME PORTAL WITHIN SIX 
MINUTES. 


Yes, you have exactly six minutes to begin 
building the Home Portal. You need 20,000 
resource units to do this; you start with 

only 10,000. All you must do is begin the 
building process; finishing the Home Portal 
in six minutes is not a requirement, so it's 
easier than it may seem at first. If you make 
the right moves to boost your resource 
gathering, you can reach 20,000 with plenty 
of time to spare. 


SEND OHM ROBOTS TO CAPTURE THE 
ПИ. PUMPS. 


| The quickest way to hit 20,000 is to grab 


control of the nine Hydraulic Pumps that 
appear highlighted on the map as the mission 
begins. (These are pumping the "carbon 


< deposits" to which The Founder refers.) You 
’ can seize these pumps with your Ohm Robots 


and their Capture special ability. 


You start with three Ohm Robots, and 
that's all you need; don't expend resources 
building a Robotic Assembly for more robots 
yet. Send each of the three initial robots 

to a separate Hydraulic Pump north of 

your base. When a robot nears a Hydraulic 


Pump, select the robot and click its Capture 
button, then click on the pump to begin the 
capture process. 


When a Hydraulic Pump is "captured" you 
hear a shrill tone, the Ohm Robot stops 
working, and the pump's spinning overhead 
icon turns from neutral gray to Novus blue. 
Now the oil pump starts automatically adding 
to your overall resource total. 


Stay on top of your three Ohm Robots and 
their progress. The moment one robot 
finishes capturing a Hydraulic Pump, 
immediately send it across the desert to 
capture the next nearest neutral pump. 
(Neutral pumps are highlighted yellow on the 
Mini-Map, so they're easy to find.) If you keep 
your robots moving quickly from pump to 
pump, the oil intake should boost your total 
to the 20,000 resource mark with a few 
minutes to spare. 


OPTIONAL: CAPTURE THE VILLAGE 
LASER TURRETS. 

Here's a trick that saves time later. As your 
three Ohm Robots race across the desert to 
capture Hydraulic Pumps, you may see them 
pass other neutral structures—Military Laser 
Turrets, actually—erected in small villages 
filled with Earth sentient troops. Later in the 
mission, you must help protect these villages 
from a Hierarchy onslaught. Village defense is 
much easier if Novus controls those Military 
Laser Turrets. 


Once your Ohm Robots have captured all of 
the Hydraulic Pumps on the western end of 
the map, split your group. Send one robot to 
capture the three pumps tucked down in the 
southeast corner of the map. Send the other 
two Ohm Robots to the villages to capture 
Laser Turrets. (Check the mission map to see 
the village locations.) 


START THE HOME PORTAL 
CONSTRUCTION. 

Keep your full attention on the robot capture 
activities. When you finally gather 20,000 
resource units you can direct one of your 
Constructors to begin building the Home 
Portal to complete the objective. (You dont 
need to monitor the resource buildup number, 
; Mirabel will tell you, "Good, now we have 
ough resources to build the portal" when 
u hit the 20,000 mark.) 


of the Home Portal. 


PROTECT THE HOME 
PORTAL AT ALL COSTS. 


Hierarchy forces now begin to arrive on the 
scene and soon threaten your base. There's 
no rush to get the Home Portal built, so 
assign just one Constructor to that task 
because you need a base defense corps, 
quickly. Direct a Constructor to build a 
Robotic Assembly for troops while another 
Constructor builds a Recycling Center to 
unlock your other assembly facilities. Once 
the Recycling Center is done, construct 
Vehicle and Aircraft Assemblies right away. 


your assemblies constructed and start pumping out troops. 


IVIORE 
CONSTRUCTORS 


CONSIDER ADDING TWO MORE 
CONSTRUCTORS (F ROM THE 
OMMAND CORE) TO SPEED UP BASE 
BUILDING PROJECTS RIGHT AWAY 
AND TO 'EVENTUALLY ADD AS REPAIR * 
UNITS TO. THE ASSAULT GROUP 
YOU'LI DEPLOY. 


As each assembly facility is finished, 
immediately put units into production so you 
have troops to help Mirabel defend the base. 
After you pump out a few quick Ohm Robots, 
get the Blade Assembly upgrade constructed 
_ 50 you can get Blade Troopers in your 

| infantry build queue. You should have plenty 

' | of resources, so just fill up the build queues 

| right away. 


` Hurry! The Hierarchy sends а big initial 

| assault wave of with a deadly mix of Brutes, 
| Defilers, and Phase Tanks along with Grunts 
| and Lost Ones. This attack comes at your 
base from the northeast, so get Mirabel and 
troops out on that perimeter as soon 

as possible. 


RALLY POINT 


SET тн RALLY POINTS FOR ALL 
. THREE ASSEMBLY FACILITIES JUST TO 
THE NORTHEAST OF THE BASE. ALL 
IERARCHY ATTACKS ON YOUR ВАЗЕ. 
` WILL COME FROM THAT DIRECTION, à 
SO YOU WANT ALL NEWLY- -BUILT 
UNITS TO RALLY. ' THERE FIRST . 


SHIELD YOUR PORTAL. 


Back when the mission opened, The Founder 
spoke of your new unit, the Field Inverter, 
and its dual offense/defense modes. As 

the mission opened, one of your three 

Field Inverters automatically activated its 
defensive force-field to enclose the Portal 
Piece Transport in a protective energy shield. 


Nice; but now you should direct another Field 
Inverter to do the same around your Home 
Portal location, even if it’s only in-progress. 


INVERTER 
ASSAULT 


ры 
YOUR FIELD | JNVERTERS ARE POWERFUL 
OFFENSIVE WEAPONS, TOO,’ 
KNOCKING HARDPOINTS OFF WALKERS 
ONCE YOU'VE BUILT UP А STRONG BAS 
DEFENSE FORCE, LEAVE Auer ONE HIEL 
INVERTER. IN DEFENSE MODE, PUTTING IT [ 
SHIELD ARQUND THE HOME PORTAL. PUT. 

YOUR OTHER TWO FIELD INVERTERS IN 

MOBILE RAILGUN E AND ADD THEM 
TO MIRABEL’S ASSAULT FORCE. 


PROTECT THE SENTIENT 
VILLAGES. AT LEAST ONE 
(OF FOUR) MUST SURVIVE. 


Soon the Hierarchy begins an assault on the 
northern sentient village, spearheaded by 

its powerful new Assembly Walker. Mirabel's 
keenly-felt sense of kinship with the humans 
drives her to help her fellow organics. This 
new objective—protect the villages—is an 
ongoing one. The Walker will make short 
work of annihilating the first village at the 
northernmost location. However, if you 
captured that village's Military Laser Turrets, 
they may inflict good damage on the Walker 
before they were crushed. 


a strong squad of Antimatter Tanks (about 
10-12 or so) for blasting hardpoints, plus 
two of your three Field Inverters; in offensive 
mode, the Field Inverter railgun is effective 
against Walker hardpoints. (Keep the third 
Field Inverter shielding your Home Portal.) 
Also consider adding a Corruptor squadron. 
They don’t hit hard, but as air units they 
get clear shots to the high hardpoints and 
also don't get stomped. Send this group 
northwest to engage the Walker. 


Don't go north after the Walker until you 

have your own base secured. You need a 
stout defense—max out your Pop Cap at 90, 
including plenty of Antimatter Tanks and Blade 
Troopers, a few Hackers for seizing control of 
Defilers and Phase Tanks, and a good-sized 
squadron of Corruptors. 


ESTROY THE ASSEMBLY Е I 
ДІ КЕР. а 


ur strike force should be tank-heavy and include a Field Inverter or two. 
е you've amassed a big defense force 
you can form an assault group to stop the 
Assembly Walker. Start with Mirabel and add 


Mirabel explains how you take down the 
Assembly Walker: First, focus your group's 
concentrated fire on the two exposed outer 
arms of the Walker. Once you knock off 
those, target the shield generators on the 
Walker crown's left and right panels. Once 
you blast off both shields and the panels 
underneath them, you reveal the Walker's 
power core. Turn all guns on the core until it 
explodes. When its power core is destroyed, 
the Assembly Walker is finished. 


Concentrate fire—that is, select your entire 
| group and double right-click on each target. 


drop, on the Shield hardpoints. (Mirabel tells 
you to target the "shield generators" on the 
crown.) Keep away from the Walker's legs! 
An Assembly Walker can crush tanks with a 
| single stomp, so when it moves toward your 
group, pull back your forces quickly. 


While you're fighting the Walker, keep your 
production queues filled. Mirabel's assault 
force will likely suffer heavy losses that you 
want to replace as quickly as possible. If the 
Walker overwhelms your first assault force, 
just pull Mirabel back to the base and form 

а second one with newly created units. Keep 
throwing tanks at the Walker until you finally 
crack through its shields and expose its core, 
then blast the core to kill the big beast. 


DESTROY THE HIERARCHY ` 
BASE. 


Now six different target areas are highlighted 
on your Mini-Map to mark "the Hierarchy 
base." You dont need to destroy everything 
to complete the mission, but you do need to 
destroy the Arrival Site. (You can see where 
it is on the 
mission map.) 
You must 
tangle with 

| а big Habitat 
P Walker parked 

4 A just west of it. 


Few Hierarchy raiders are hitting your base 
anymore, so you can leave a smaller defense 
force there now. Amass a big assault force 
up on Ше map's northernmost road, then 
rumble east to engage the enemy in the 

first area highlighted on the map: a Habitat 
Walker. Target its panel hardpoints, blasting 
through to two of its Coolant Nodes. As 
before with Habitat VValkers, once you 
destroy the second Coolant Node, the Walker 
collapses in ruin. 


After the Walker falls, the rest is easy. A few 
Defilers and other units lurk near the Arrival 
Site just to the east of where the Walker fell. 
Clean up the area and pound the Arrival Site 
to dust. Mission completed. 


Mission 5 


MAP KEY 


MILITARY LASER TURRET (5 TOTAL) 


Gi 


The Founder sends Vertigo to a more secluded location to finish assembling the Home 
Portal. However, he has a more important task in mind for Mirabel. Novus intelligence 
has finally identified a weakness in the Hierarchy system: a material uplink node used to 
teleport resources directly to their Command Ship. It could be the break Novus needs to 
penetrate the Hierarchy's internal structure. The node is located in South Africa. 


You start with a good-sized Novus base, but it needs just a bit more development. This 
mission pits you against some tough Hierarchy turret installations and more of their 
powerful Walkers. but if you're patient and know the Novus tricks, the turrets and 
Walkers will fall fast. 


A MISSION CHECKLIST 
| ө BUILD A SECURE BASE WITH A SCIENCE CENTER AND AIRCRAFT ASSEMBLY. 
€ FREE THE ARMY HELICOPTERS PINNED DOWN BY GRAVITIC TURRETS IN FOUR LOCATIONS. 


€ DESTROY THE ENEMY DEFENSES (INCLUDING TWO ASSEMBLY WALKERS) GUARDING THE 
HIERARCHY'S MATERIAL UPLINK. 


€ USE THE MATERIAL UPLINK. 


ENEMY TYPES 


SPITTER TURRET 
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MISSION WALKTHROUGH 


LO BJ E CT у Е 
BUILD A SCIENCE CENTER AND AN AIRCRAFT ASSEMBLY. 


As your Constructors accomplish the objective's two tasks, also do the following 
base-building activities: 


Immediately send an Ohm Robot to capture the Novus Repair Bay down in the southeast comer of the map. Once the repair 
bay is captured, your Novus vehicles automatically repair themselves via nanite technology whenever they re near the 
structure. 


Add the Blade Assembly upgrade to your Robotic Assembly and start cranking out Blade Troopers and Ohm Robots. Once the 
Science Center is completed, produce at least three Hackers too. 


Add the Wave Amplifier upgrade to the Vehicle Assembly so you can produce a couple of Amplifiers, 
whose long-range sonic heams can be useful against the Walkers later in the mission. Build a mix of 
Antimatter Tanks and Variants. 


Put all your rally points out on the west or northwest perimeter of the base. That's 
where the Hierarchy hase raids originate, primarily in the form of Saucer/ 
Monolith flying squadrons. 


NC) Once the Aircraft Assembly is built, add the Dervish Assembly 
$0 you can start producing the deadly Dervish jet. The Dervish 
is effective against enemy flyers. Its special Dervish Blossom 
attack can knock multiple Saucers out of the sky. 


Once the Science Center is built, construct two or three 
Redirection Turrets on the western perimeter of the base 
for additional hase security. 


Send Ohm Robots out around the city to capture neutral 
Military Laser Turrets. This helps thin out the number of 
Hierarchy ground troops roaming the streets. 


ХУ (Optional) Once the Science Center is built, build an EM 

-  Destahilizer. At a cost of 2,200 it's expensive, but it lets you 
target the Walkers you face later with a concentrated EM 
field that temporarily shuts them down. 


ez 


As usual, get your base built up and well-defended before you head 
out to complete other objectives. 


Once you complete the objective you get 
another visit with General Moore, who asks 
for your help in freeing his downed helicopter 
fleet. Hierarchy Gravitic Turrets have 
grounded the Apaches; to complete the next 
_ objective you must destroy the anti-air turrets 
| to release the choppers. 


= = ; - (=) 


Capture this Novus Repair Bay with an Ohm Robot. 


HELP GENERAL MOORE 
RESCUE THE PINNED 
AIRCRAFT AT FOUR 
LOCATIONS. 


The General's aircraft are pinned down in 
four different locations that now appear 
highlighted on your Mini-Map. Each location 
features a three Gravitic Turrets arrayed 
around the downed helicopters, plus patrols 
of Saucers and Monoliths hovering overhead. 


Б 


Исоге$ Apaches are groun y Gravitic Turrets in four 


spots. КЇ) the turrets to free the choppers. 


Put together an assault group led by Mirabel. 
You should include a good mix of infantry and 
vehicles. Add some Ohm Robots for capturing 
neutral structures (if you haven't captured 
them already), and at least three Hackers. 


Keep your Ohm Robots looking for neutral Military Laser Turrets to 
capture. 


Also include a strong squadron of the 

new Dervish jets, but designate these as 

8 separate group. You're about to face 
batteries of Gravitic Turrets that can 
decimate even advanced Dervishes quickly, 

so you want tight control over your flyers; you 
don't want them rushing in before the Gravitic 
Turrets are disabled. 


CAPTURED 
то нн ETS, 


AS YOu MOVE "ACROSS THE Mae, 
DONT FORGET TO HAVE YOUR. OHM 
ROBOTS USE THEIR CAPTURE ABILITY 
TO GAIN, CONTROL OF THE MILITARY 
LASER TURRETS IN THE AREA. 

bu ж” 
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HALK THE TURRETS. 


As you approach each of the four locations, 
slip three Hackers in ahead of your main 
force. Direct each Hacker to hack one 
Gravitic Turret so that all three are under 
your control. The turrets suddenly turn on the 
Hierarchy Saucers and Monoliths, gunning 
them right out of the sky. 


lake three Hackers and изе them to seize control of the Gravitic 
Turrets, then let the hacked turrets clea: 


Occasional waves of 
Hierarchy attackers continue 
to pester your base all thraugh 
the mission. Maintain a decent base 


defense setup before you embark ПП 
your Apache liberation. Again, three 
Redirection Turrets, 4-5 Dervishes, and 
а small ground force of tanks and Glade 
Troopers on the western perimeter 
should keep the base sate. 


Meanwhile, have Mirabel and your infantry/ 
vehicle force knock out any enemy Grunts 

or Phase Tanks that enter the fray. Once 

the area is cleared of enemy units, move 
one Hacker to release the Gravitic Turret he 
controls, then quickly pound that turret into 
smoldering junk with your main force. Repeat 
with other two turrets. This frees up the 
Apache helicopters for General Moore. 


base throughout the mission, 
primed and ready back home. 


Repeat this entire hack-and-slash operation 
at the other three locations to complete the 
objective. The General shows his gratitude by 
taking all of this troops and leaving the map. 
Looks like you're on your own for the final push. 


DEFEAT THE WALKERS 
GUARDING THE MATERIAL 
UPLINK. 


Okay, you've done this before. Two Assembly 
Walkers stand guard, one on either side 

of the Material Uplink. Each Walker is 
surrounded by a phalanx of defensive 
turrets, with a few Monoliths hovering 
above. Here are a few tips on how to make 
accomplishing this objective much easier 
than it looks at first. 


HALK THE DEFENSE TURRETS. 


First, send in your Hackers. Have them take 
` control of enemy turrets one by one. Hacked 
` Spitter Turrets will open fire оп the nearest 

_ Walker; the Walker returns fire (viewing the 

| turrets now as Novus) and destroys them 

` quickly, doing your work for you, but that's not 
| all. Each Hacker-controlled Gravitic Turret will 
` shoot down a Monolith before the Walkers 
can kill it, so you get more favors there. 
Thus by sending in Hackers you not only wipe 
out the turret defenses, you also eliminate 
Monoliths and get in a bit of damage to the 

; Walkers as well. 


DESTROY THE WALKER ШІТН 
AMPLIFIER ATTACKS. 

Your next targets are the Walkers 
themselves. Sure, you could just throw all 
your troops and vehicles at them in a broad, 
unfocused assault, but there are much more 
elegant solutions. 


Ce Gun. <> Т 
et Walkers with long-range sonic be. 


First, carefully edge a few Amplifiers toward 
the first Walker. Amplifiers have great range 
in their Sonic Resonator mode; the sonic 
beam they fire can degrade and destroy 
Walker hardpoints from just outside the 
Walker’s range, so the Walker doesnt 
respond and the Amplifier takes no damage in 
return. Each sonic beam takes a few seconds 
to build up in intensity, and the Amplifier must 
remain immobile when firing. 


BUY SOME TIME 


Bc 


IF MIRABEL AND YOUR ATTACK 
FORCE GET INTO A.BRAWL WITH A 
WALKER AND THINGS GET HAIRY, 
YOU. CAN QUICKLY GAIN TIME TO 

EXTRACT EMBATTLED TROOPS 
BY TEMPORARILY DISABLING THE 
WALKER'S ELECTRONIC SYSTEMS 
USING AN EM DESTABILIZER SHOT. 


Td 


ESCORT MIRABEL TO THE 
MATERIAL UPLINK. 


Once the second Walker drops, the rest is 
routine. Just direct Mirabel to the Material 
Uplink platform to successfully complete 
the mission. 


Second, use Mirabel's powerful one-shot 

kill ability, the Sniper Attack. Target Walker 
hardpoints one at a time; a single shot blasts 
off most of them. The recharge time between 
shots is long, however. One other point: Since 
Mirabel is in attack mode when you target 
the Walker with Sniper Attack, she'll fire the 
sniper shot and swoop in for her regular 
attack. Order Mirabel back after she snipes; 
you dont want her tangling one on one with 
an Assembly Walker. 


E 78. 8750 


E 


a Walkers electronic systems with an EM. 
Destabilizer strike 


7 


ГАУ ORRAT ORE SCARE! 


MAP KEY 


v 
E 


START (MIRABEL) LE “. 
CAPTIVE TROOPS á 
CAPTIVE CONSTRUCTORS 


v 
N 


4 
5 
6 
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The uplink, it turns out, was the bait for a trap. The Hierarchy, it seems, is willing to 
sacrifice an entire Command Ship in exchange for luring Mirabel to her demise. This 
short mission is a nice change of pace dropped between the last one (which was long) 
and the next one (which is epic). That's not to say this is-an easy mission, but if you 
make the right moves quickly, you can finish this mission in just minutes rather than 
hours. In fact, there's a super-fast (but risky) way to complete your objectives; but first, 
here is the more conventional route. 


MISSION CHECKLIST 


e OPTIONAL: FREE BLADE TROOPERS AND OHM ROBOTS FROM THEIR HOLDING CELLS. 
e FREE SOME NOVUS CONSTRUCTORS FROM THEIR HOLDING CELLS. 

e GET MIRABEL TO THE COMMUNICATIONS TERMINAL. 

e HAVE CONSTRUCTORS REPAIR THE THREE DAMAGED POWER CORES. 

e GET MIRABEL TO THE MATERIAL UPLINK. 


ENEMY TYPES 


LOST ONE 


SAULER 


SC 


ASSEITIBLY 
WALKER 


MISSION WALKTHROUGH 


ESCORT MIRABEL 
TO A HIERARCHY 
COMMUNICATIONS 
TERMINAL. 


The safer, more methodical solution takes 
you away from the immediate objective (the 
highlighted communications terminal) to 
prepare you for the mission's later objectives. 


ПРЕП HOLDING CELLS Ci ATH C2. 


As Mirabel steps off the uplink platform, 

she loses contact with The Founder, then 

the uplink explodes behind her. Directly in 

front of her to the "south" (in the Mini-Map 

orientation) is a cell holding some Ohm 

Robots and Blade Troopers (labeled as “1” on 

_ the mission map). Blast open the force-field 

barrier to release the troops and then group 
these robotic soldiers together with Mirabel. 


Heres the first of eight holding cells that imprison Novus troops. 
Release them to escort Mirabel throughout the ship. 


This floor of the Hierarchy Command Ship has 
a roughly circular layout, and you start down 
in the southwest quadrant. You can head in 
either direction, but head east first. Cross 
the bridge to a platform with another holding 
cell (2 on the map). Blast it open to free 
more Blade Troopers and Ohm Robots, and 
add them to your main group. 


Now cross the bridge leading northeast to a 
main hallway. Don't approach the highlighted 
communications terminal yet! Instead, turn 
right, heading southwest to the Hierarchy 
Outpost with the spinning icon overhead, 
marking it as capturable. Capture the 
outpost with an Ohm Robot, then activate 
the Outpost's special Scan Pulse ability. Use 
it briefly to open a hole in the fog of war up 
anywhere on the ship. 


communications terminal to get access to its Scan Pulse function. 


OPEN HOLDING CELLS L3 TU СБ. 


Now continue past the Outpost to the next 
bridge which leads to that platform. Cross 
the bridge and destroy the Reaper Drones. 
Watch out for a nearby Brute too! Once your 
group eliminates the enemies, blast open the 
two holding cells (3 and 4 on the map) off the 
platform. One holds more combat troops, but 
the other holds four Constructors. 


will be invaluable later in the mission, so keep. 


Add the troops to your group but leave the 
Constructors where they are for now. You'll 
need them later, and they'll be safer here 
instead of traipsing around the ship. Send 
Mirabel's group east to the big platform with 
another Material Upload arrival node, then 
veer northeast across the next bridge, where 
another Reaper Drone and Brute combo are 
posted. Eliminate them and open another 
cell (B on the map) to gain still more combat 
troops. You have quite a force now. 


Cross the next bridge heading westward to 
the central hallway, and turn right. Proceed 
northeast to the next cell (B on the map) 
and free four more Constructors. Again, 

just leave them for now. Be careful here, 
because a big Assembly Walker is moored in 
a storage pod just to the north. It can't walk, 
but it is active and will open fire on any of 
your troops in range. 


SKIP THE WALKERS 


Beware the twa large 
storage pods near the top 
of the map. One holds an 
Assembly Walker, the other a Habitat 
Walker. It is possible іп destroy 


these Walkers, particularly if you 

use Mirabet s Sniper Attack to snipe 
hardpoints, but it шаш take a long time 
and is entirely unnecessary. Just keep 
Mirabel fram stopping ta exchange fire 
with them as she moves through that 
part of the ship. 


UPTIDRAL: OPEN THE HOLDING CELLS 
HEAR THE WALKER STORAGE PODS. 
At this point you actually have all the troops 
ind Constructors you need to complete the 
sion. In the interest of thoroughness, 

in the last two holding cells on the deck. 


Watch aut for the two Walkers in storage. They re ai 


Hustle west past the Assembly Walker (using 
the double right-click movement command], 
past a Power Core platform, then past 
another storage pod holding a Habitat 
Walker. Veer south to get out of the Habitat 
Walker's range, then stop. 


Now send only Mirabel back north to blast 
open the holding cell (7 on the map) directly 
across from the Habitat Walker. (She'll take 
damage, but she's durable and her health 
regenerates.) Rush the four Constructors out 
and down out of the Walker's range, then 
open the last holding cell (B on the map). 


GO TU THE COMMUNICATIONS TERMINAL. 


Now you can finally head down to 

the highlighted spot, the Hierarchy 
communications terminal. When Mirabel 
approaches it, you trigger a cutscene in 
which you see the ship's Power Cores 
overload 

and Kamal 
Hex, the 
Hierarchy 
overlord, 
gloat. It’s 
a trap! 


When Mirabel finally reaches this teri 
is Sprung! 


USE CONSTRUCTORS TO 
REPAIR THE SHIP'S POWER 
CORES. 


Now three yellow markers appear on the 
map, marking the location of the three 
Power Cores. (If you havent liberated 

your Constructors yet, their holding cell 
locations appear on the map too.) Quickly! 
Hostile troops are approaching. Split your 
Constructors into three groups and send 
each group to repair a separate Power Core. 


Se 4574 


| Two of the Power Cores are fairly close, so 

_ if you send four Constructors apiece to each 

| one, chances are good at least some of 

| them will arrive without escort. However, the 

| Constructors that must walk past a Walker 

| to the northernmost Power Core face a long, 

dangerous trek, so you should send Mirabel's 
group along for protection. 


BLADE TROOPER 
ESCORT 


j 
d 


o 
T 


- KEEP AN EYE ON MIRABEL'S HEALTH 
` BAR. IF IT DROPS INTO THE YELLOW 
ZONE, SPEED HER AWAY FROM : 
COMBAT WITH A FEW.BLADE TROOPER | 
ESCORTS—PREFERABLY DOWN TO HER 
ULTIMATE DESTINATION, THE MATERIAL 
UPLINK MODE IN THE SOUTHEAST 
CORNER OF THE MAP. 
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Watch your Mini-Map. 
When you see any group of 
Constructors reach a Power 
Core, move the camera there 
immediately. Select the 
Constructors (all of them 
at that location!) and right- 
click on the Power Core 

to repair it. When the third 
Power Core is repaired, you complete 
the current objective and get a final one: 
Rush to the uplink! 


ESCORT MIRABEL TO THE 
MATERIAL UPLINK. 


Now throw out caution and send Mirabel full 
speed to the uplink platform in the southeast 
corner. Enemy Saucers join the fray, but if you 
have a Blade Trooper escort with Mirabel, they 
should screen and draw enough fire to keep 
her healthy during the trip. When Mirabel 
arrives at the uplink, your mission is complete. 


ALTERNATE STRATEGY: SPEED PLAY! | | 


The following speedy alternate approach works; it was tested successfully several times: 


As the mission opens, skip all the troop liberation from the holding cells. Just send — by herself 
straight to the highlighted communications terminal. 


After the Power Cores melt down, send Mirabel directly to each of the three 
highlighted Constructor holding cells. At each one, liberate the Constructors, 
send all four quickly to the nearest Power Core, then send Mirabel on to 
the next cell. 


со After the third (northernmost) Constructor group is 
liberated from its cell and sent to the nearby 
Power Core, speed Mirahel directly to 
the Material Uplink node in the 
southeast comer of the map. 


со The Constructors will reach the 
Power Cores with minimal losses, 
despite the hostile Hierarchy troops 
now roaming the corridors. Watch 
the Mini-Map closely. As each 
Constructor group arrives at a Power 
Core, immediately move the camera there and 
direct the repair. 


Go When the final Power Core is fixed, Mirahel is already at the 
uplink, so the final objective is almost instantly completed. The 
risk is that Mirabel may take considerable damage during her 
race without escort through the ship's corridors. If she does, 
the Saucers that appear at the uplink may destroy her before 
the Power Cores are repaired. 


Mission 7 


MAP KEY 
_START (MIRABEL & VERTIGO) 


As the mission opens, The Founder and General Moore discuss humanity's survival 
options (slim and none) until Mirabel suddenly arrives with the news: a huge Hierarchy 
force is closing on the Novus portal. Time is short. Time to play defense, big time. 

This brutal final mission calls on you to use all of your newly learned base-building and 
Walker-killing skills. Three waves of Hierarchy Walkers with escort troops will try to 
overrun the base and destroy the Home Portal. You must fight while simultaneously 
developing your base and forces, so get ready for some serious high-speed multitasking. 


ENEMY TYPES 


HABITAT WALKER GRUNT. 


ASSEMAL, Y 


MISSION CHECKLIST | 


e DEFEAT THE ENEMY WAVE LED BY TWO ASSEMBLY WALKERS. 


ө DEFEAT THE ENEMY WAVE LED BY TWO HABITAT WALKERS. 
© DEFEAT THE ENEMY WAVE LED BY THREE SCIENCE WALKERS. 


ШЛІКЕП ПЕРИ ЕП 
& P =) 


SCIENCE WALKER 


MISSION WALKTHROUGH 


HIERARCHY INVASION iN 
30 SECONDS. 


Not an "objective" per se, but your screen 
displays a 3O-second countdown to the 
appearance of the first Hierarchy wave. 
Dont waste this half-minute—every precious 


do two things: 


First, after Vertigo uploads Mirabel, select 

Vertigo and the Dervish squadron and send 
him to download Mirabel at the southwest 

corner of the base. You need Mirabel near 
. the front line in this one. 


. Second, find your cluster of Constructors 
| and immediately order two to build a 

| Science Center іп the southeast corner 

_ power radius (marked З on the mission 

‚ map), a spot that forces the Walkers 

_ to fight through all your base defenses 

to reach it. You desperately need a 
Science Center right away! You can't build 
Redirection Turrets without it, and turrets 
` will play а key role in winning this mission. 


| Third, order two Constructors to start 

| building a Vehicle Assembly next door to the 
Science Center location. You'll need more 

| Amplifiers and Antimatter Tanks by the time 
the second Hierarchy wave hits your base. 
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second counts. Use the brief, quiet prelude to 


Fourth, click on each of the two Robotic 
Assemblies already placed in the center of 
your base and start their Blade Assembly 
upgrades. You need Blade Troopers posted 
on the base perimeter to check the waves 

of Grunts and Defilers that accompany the 
Walker assaults. Set both infantry rally points 
just beyond the base’s western perimeter. 


Fifth, direct one of the two remaining 
Constructors to the forward-most power 
radius (4 on the map) on the road along the 
southern perimeter of the base. Direct the 
other Constructor to the forward-most power 
radius (5 on the map) on the road along the 
western perimeter of the base. These two 
Constructors will be poised start building 
Redirection Turrets the very moment the 
Science Center is finished. 


You probably won't accomplish all five of these 
tasks in the first 3O seconds, but move as 
quickly as you can. If you get these tasks 
done, you get a good head start on defending 
your base against the horror that's slouching 
towards you. 


DEFEAT THE TWO 
INCOMING ASSEMBLY 
WALKERS. 


When the countdown timer hits zero, two 
Assembly Walkers appear on the western 
edge of the map. They rumble slowly across 
the desert towards the southwest corner of 
your base, where their paths will converge. 


Continue with the following preparations 
during this slow approach: 


You have some good anti-Walker vehicles 

to start: Amplifiers, Antimatter Tanks, and 
Field Inverters, plus Mirabel. Move all existing 
units out to the highway that runs along the 
base perimeter. You want two groups, each 
supported by a Redirection Turret cluster— 
one group on the west side (at 5 on the map) 


and one on the south side (at 4 on the тар]. 
You might even want to push your vehicles 
out a bit beyond the perimeter—the sooner 
you engage the Walkers, the sooner they go 
down, sparing damage to your base facilities. 


RUSH Í MIRABEL “OUT AND START 
USING HER AWESOME SNIPER 
ATTACK TO PICK OFF KEY 
HARDPOINTS ON ONE OF THE 

є \. WALKERS. / 


Position your starting forces d positions near the highway 
that marks the outer boundary of your base. You want to engage the 
Walkers early if you can 


Once the Science Center is finished, 
immediately start building Redirection Turrets 
in the two locations indicated earlier (4 and 

5 on the map). Get extra Constructors out 
to help the effort. Keep them building turrets 
throughout the mission. You want two “turret 
clusters'— ) 

at least 


three 

or four 
Redirection 
Turrets in 


Build Bedir 


ction Turrets along the road inside а 
power radius on each of the outfacing petimeters 
of the base. 


BONUS 
RESOURCES 


^. THREE NEUTRAL HYDRAULIC PUMP 
(LOCATIONS MARKED AS 6 ON THE | 
| MISSION MAP) CAN PRODUCE А | 
STEADY FLOW OF EXTRA RESOURCES. 
“FOR YOU. SEND AN OHM ROBOT OUT 
TO CAPTURE EACH ONE. 


Once both the Science Center and Vehicle 
Assembly are finished, begin work on an 
Aircraft Assembly; also start the Wave 
Amplifier upgrade at your new Vehicle 
Assembly. Once that upgrade is finished, 
begin pumping out a mix of Amplifiers and 
Antimatter Tanks. Set the vehicle rally point at 
the southwest corner of the base. 


When the Aircraft Assembly is finished, click 
the Dervish Assembly upgrade. You need 
speedy Dervishes to patrol the perimeter and 
get to hotspots quickly. 


Access the Novus Patch System menu and 
activate the Radiation Shielding patch. When 
the Science Center is built, you can access a 
secondary patch, Coolant Boost, as well. 


Two last reminders: Keep building those 
Hedirection Turrets! Keep Mirabel sniping 
away at Walker hardpoints! Try to get an 
arm or two knocked off Mirabel's targeted 
Assembly Walker with Sniper Attack before it 
even reaches the base perimeter defenses. 


PATCHES 


USE THAT NOVUS PATCH SYSTEM! 
HE PATCHES ARE VALUABLE ASSETS 
FOR EXAMPLE, RADIATION SHIELDING 
REDUCES RADIATION DAMAGE BY 50 
PERCENT, AN ENHANCEMENT THAT 

REALLY HELPS WHEN FACING THE 
IRRADIATED SPEW OF A DEFILER OR THE 
SCIENCE WALKER'S CASCADE REACTOR. 


ENGAGE THE ASSEMBLY LUALKERS ПП 
THE BASE PERIITIETER. 

Meanwhile, the Assembly Walkers rumble 
relentlessly toward your base. As you engage 
them with your initial forces, remember 

the attack strategy you learned in previous 
missions: Focus all your initial fire on the two 
exposed outer arms of the Walker. Once the 
arms fall off, hit the shield hardpoints on the 
left and right crown sockets. When those 
are blown away, hit the panels themselves 
to expose the Walker's power core. Finally, 
target the core. When its core is destroyed, 
an Assembly Walker collapses in ruin. 


ннен а 


SPREAD ‘EM! 


KEEP, Your FORCES SPREAD OUT 4 
SOMEWHAT. DON'T CLUSTER ALL YOUR 
MPLIFIERS (FOR EXAMPLE) IN JUST ONE 
SPOT. YOU DON'T. WANT WALKERS ТО. 
‘TRAMPLE MULTIPLE UNITS WITH JUST A 
"«FEW STEPS, „ 


нк” 


and cores. 
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POWER CONDUITS 


KEEP AN EYE ON YOUR POWER FLOW! IN 

THE HEAT OF THIS BATTLE, SOMETIMES A 
POWER CONDUIT THAT SUPPLIES FLOW TO 
YOUR FORWARD REDIRECTION TURRETS 

, WILL GET. KNOCKED OUT. vou SIMPLY 
\NNOT AFFORD TO HAVE ANY TURRETS 
OFFLINE FOR VERY LONG 


1 


А NEW POWER CONDUI TOWER TO RE-LINK 
THE TURRETS TO THE FLOW NETWORK. 
EVERY SHOT REDIRECTED OR FIRED BY 

YOUR REDIRECTION TURRETS COUNTS BIG 
IN HALTING THE WALKER ADVANCES. 


As you engage the Assembly Walkers, 
remember to keep your assembly queues full 
so fresh units keep joining the fray. Again, 
Antimatter Tanks and especially Amplifiers 
are good at blasting Walker hardpoints. 
Blade Troopers and Dervishes are essential 
for controlling the ground units escorting 
the Walkers. Hackers are valuable too; they 
can hack control of Defilers, neutralizing the 
radiation-spewing machines until you can 
direct some heavy fire at them. 


DEFEAT THE TWO 
INCOMING HABITAT 
WALKERS. 


After the second Assembly Walker falls, 

you get a brief respite. Yes, two Habitat 
Walkers are approaching now; one from the 
west and one from the south, but they start 
on the map edges, so you have time to get 
reorganized, pump out more units, build a few 
more Redirection Turrets, check your power 
network, and repair any base structures 
damaged by the first Hierarchy wave. 


As the Habitat Walkers reach the south and 


west perimeter defenses, engage them as 
before. First, target the Plasma Turrets on 
the leg hardpoints to reduce its firepower. 
Next hammer two crown hardpoints, then the 
panels underneath until you expose two green 
Coolant Nodes. When two Coolant Nodes are 
destroyed, the Habitat Walker is finished. 


DEFEAT THE THREE 
INCOMING SCIENCE 
WALKERS. 


Now comes the last wave. This time you face 
three Walkers, and they're a new variety, the 
Science Walker. Here's the scoop on beating 
а Science Walker, courtesy of game designer 
Pat Pannullo: 


The Science Walker's central shield is 
powered by the three crown hard points. 
Each crown point destroyed lowers the 
shield's ability to regenerate. With all three 
crown hard points destroyed, the shield loses 
90 percent of its regeneration rate, which 
makes it much easier to destroy the core 
underneath. Destroying the core destroys 
the walker, no matter how many other hard 
jints are still intact. 


INITIAL TARGET 


IF A SCIENCE \ ALKER | HAS A 
CASCADE REACTOR HARDPOINT ON 
EACH OF ITS THREE HORN SOCKETS 4 
IT CAN UNLEASH A MASSIVE CONE : 
OF DEADLY GREEN RADIATION. THAT. 
WASHES ACROSS. THE ‘LANDSCAPE 
IRRADIATING AND DAMAGING 

EVERYTHING IN ITS PATH SO TARGET 
CASCADE REACTOR HARDPOINTS ON 
THE HORN RIGHT AWAY! 


Also remember that destroying even one 
crown hardpoint means that Hierarchy 
“specials” that require three intact horn 
socket hardpoints of the same type (such as 
Cascade Reactors) are thwarted. 


That's not to say that you can’t destroy the 
core and ignore the crown points—you can, 
but it requires a massive amount of firepower 
to overcome the shield regeneration. To do 
this, you need units with fast-firing, hard- 
hitting damage, or something that does : 
damage over time with a quick rate. Novus | Ts 
can do well with multiple Amplifiers. | г 


as a central re vered by its 


igh the shield to hit the 


. You must break th 


ІГІНІЕ 
ГАЕК КОН ТИ ІП ПЕ = ПГТ 


Now the story shifts to the perspective of the rapacious, 
relentless Hierarchy aliens. This mission introduces the 
invasion's ambitious overlord, Kamal Re'x, and his sanguine 
general, Orlok the Eternal. There is also Nufai, a 
creature from a conquered world whose devious 
opportunism has transformed him into an 
indispensable source of military intelligence for 
the Hierarchy. 
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po MAP KEY 1 
CLI 
R 


FIRST NOVUS BASE CLUSTER 
SECOND NOVUS BASE CLUSTER 
OW OF NOVUS RECYCLING CENTERS 


| THIRD NOVUS BASE CLUSTER 


71/55/07 
OVERVIEW, 


As Orlok explains, this is a “simple 
clearing operation.” The purpose is to 
get comfortable with the Hierarchy’s 
basic infantry units: Grunts and Lost 
Ones. You also get the opportunity 

to control the powerful Orlok, and 

to equip and operate a gargantuan 
Habitat Walker. As the mission 
progresses, you might find it difficult 
to direct the annihilation of the Novus 
units and structures with which 

you became so familiar in the Novus 
missions. Get over it. You're a pitiless 
alien now! 


MISSION CHECKLIST 

© DESTROY THE FIRST TWO NOVUS BASES. 

© EQUIP THE HARDPOINTS OF A HABITAT WALKER. 
ө DESTROY THE THIRD NOVUS BASE. 


ANTIMATTER 
TANK 


pv. 
er 


MISSION WALKTHROUGH 


ASSAULT THE FIRST NOVUS 
BASE CLUSTER. 


At this point in the game you should be 
pretty adept at grouping and moving infantry 
units. Pull a selection box around Orlok and 
his entire contingent of Grunts and head 
due east, fighting off the swarms of Ohm 
Robots that attack. Keep moving toward the 
highlighted spot, a Novus base. 


Move as a group and fight to the first Novus base 


Start by blasting the Flow Generator to knock 
out power to the other buildings (and stop 
the Ohm Robot production), then take out 
the other structures one by one, all the while 
fighting off waves of Novus troops. You can 
use Orlok's powerful Siege ability to take out 
buildings quickly. 


ASSAULT THE SECOND 
NOVUS BASE CLUSTER. 


Now a new target, a second Novus base, 
appears highlighted on your Mini-Map due 
west of your position. Move out! Soon | 
Antimatter Tanks join your robotic attackers; 
keep concentrating fire on each target to 
knock it out faster. When you reach the base, 
use Orlok's Siege mode again to demolish the 


Flow Generator first, then other buildings as 

_ your other units blast away. This base cluster 
has more buildings, including a Science 
Center and an Aircraft Assembly (which isn't 
producing flyers, fortunately). Raze them all to 
complete the objective. 


Antimatter Tanks pose a new challenge en route to the second 
Novus base. 


THE HABITAT WALKER 
MUST SURVIVE. 


Orlok expresses his irritation at what seems 
like a useless waste of his troops as the 
Novus resistance gets stiffer. Kamal Re’x 
relents and drops down a Habitat Walker. 
Your new, ongoing objective is to keep the 
Walker from being destroyed. One way is to 
deck it out with hardpoint socket upgrades. 
Mix it up any 
way you want; 
just double- 
click on any 
hardpoint 

to open its 
menu, then 
select the 
upgrade you 
want to 

_ add there. 


Trick out your new ride with eight hardpoint 
upgrades. 


The Habitat Walker has eight hardpoints 

for upgrades. Add at least two or three 
Plasma Turrets to give it some offensive 
punch (they're best placed on the legs); a 
Lost One Pod for producing more Lost One 
infantry units; Armor Plating over several of 
the crown sockets; a Teleport Accelerator to 
speed up Lost One production; and at least 
one Weapon Accelerator to reduce weapon 
reload time. 


Once you're finished, crank out some Lost 
Ones from the Lost One pod just for fun— 
well, and for protection. The last Novus base 
cluster is well-defended, so it's good to boost 
your troop totals before you head in. 


CRUSHING 
,STEPS. 


WALKER LEGS ARE LIKE HUGE 
WRECKING BALLS. WHEN THEY 
STEP ON SOMETHING, IT GETS 
-. CRUSHED. THAT INCLUDES EVEN 
' BASE STRUCTURES. SO WHEN YOU 
ASSAULT THE NOVUS BASE CLUSTER, 
GUIDE YOUR WALKER RIGHT OVER 
BUILDINGS TO DEMOLISH THEM. 


ASSAULT THE THIRD NOVUS | 
BASE CLUSTER. | 


Mop up any roving Novus units in the area 
and continue west toward the final base. 
En route you run into a row of five Novus 
Recycling Centers. Have fun smashing 
them; pull back your other troops and direct 
your Walker to walk right over a few of the 
buildings. Continue your relentless march to 
EC ҰШЫ, the last base 
highlighted on 
the west side 
of the map. 


Wipe out the ragged Ohm Robot resistance Orlok orders a troop withdrawal, much to the 


and pound the puny Novus structures into consternation of Kamal Re. Orlok is unhappy 
pathetic submission. (See? You're getting about the Purification delay; its purpose 

into this alien overlord thing, aren't you?) seems to reflect Kamal's unbridled ambition 
When the base finally falls and the objective в to please his overseers. However, their 
complete, watch the cinematic as a curious argument over the strategy is interrupted 
thing happens. Orlok fires a shot into the by a Delta missile strike on their Hierarchy 
massive pyramid, and seems to trigger a Command Ship—a strike not from Novus, 
strange, beacordike signal broadcast from surprisingly, but from the "primitives" who 


the ancient structure. inhabit the planet. 
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Ката! Re'x sends Orlok and his troops to the source of the unexpected missile attack: 
the Gulf Coast region of the United States. While Orlok admires the not-so-primitive 
courage of this new foe, Kamal believes the only thing foes deserve is "the mercy of 

our slaughter for being weak." This mission pits you primarily against U. S. Army units, 
although you will face a few Novus Antimatter Tanks and Amplifiers. It also gives you 
some base-building and resource-gathering tasks, teaches you how to deploy drones and 


scouts, and introduces you to more Walker tactics. 


MISSION CHECKLIST 


€ SCOUT ENEMY POSITIONS AND DEPLOY REAPER DRONES. 


€ BUILD UP YOUR BASE AND PRODUCE AN ASSAULT FORCE INCLUDING WALKERS. 


€ DESTROY ALL THREE DELTA MISSILE LAUNCHERS. 


ENEMY TYPES 


BOT 


E JHM RO. 


LAUNCHER 


ROCKET 


MISSION WALKTHROUGH 


USE GLYPH CARVER TO 
SUMMON A REAPER 
DRONE. 


As Orlok explains, your first priority 
is to establish a base. You need an 
inflow of resources, and intelligence 
scans indicate plenty of "indigenous 
resources" to the northeast. (In 
Hierarchy parlance, that means 
plenty of buildings, people, and 
cows to eviscerate into consumable 
matter.) Remember, Hierarchy 
structures and drones are not 
constructed on the ground, but в 
rather on the massive orbital supply - 

ships above the pl anet. Direct your Glyph Carver to call down a Reaper Drone. Send the 


drone up to the northeast er of the map to harvest the bountiful 
resources there. 


Select a Glyph Carver and click the “Build 
Object: Reaper Drone” button at the screen's 
bottom. Click on the ground nearby to carve 
the glyph that calls down a gleaming new 
Reaper Drone. Objective completed. Send the 
Reaper Drone up to the northeast corner of 
the map to collect material. It's always a good 
idea to group an escort of a few Grunts and 
Lost Ones with the drone for protection. 


SCOUT AHEAD 


> MONOLITHS MAKE GREAT SCOUTS. 
| SEND YOURS OUT TO GET THE LAY 

OF THE LAND ALONG THE ROUTE YOU 
PLAN TO SEND YOUR ASSAULT FORCE 


SUMMON A DETECTION 
DRONE. 


Next, have the Glyph Carver use the same 
process to call down a Detection Drone, the 
Hierarchy's robotic radar scanner unit. When 
it finally arrives, use the 
drone's Scan Pulse ability 
to peak briefly through 
the fog of war at various 
map locations. Yes, spy 
on the "primitives" and 


Drone brightens up the map for you and lets | their facilities. 
прогагу holes in the fog of war with its Scan 4 


BT 


SUMMON A HABITAT 
WALKER 


Direct a Glyph Carver to start carving the 
glyph to summon down a Habitat Walker, 
the Hierarchy's primary assault Walker. 
When the monster drops in from the 

Sky, start upgrading all of its hardpoints 
with armor, plasma turrets, and the 
enhancements of your choice. This Walker 
arrives with the ability to put Grunts in its 
infantry build queue, but you should add a 
Lost One Pod so you can start producing a 
better mix of support troops for Orlok and 
the Walker. E 
Move on to the 
next objective, 
summoning a 
Spitter Turret. 


- 
Summon a Habitat Walker and upgrade all eight hardpoints with 
a mix of guns, armor, and other goodies. Next, start summoning 
infantry units. 


SUMMON A SPITTER 
TURRET. 


Actually, you want to summon several Spitter 
Turrets, not just one; at least four or five, 
arranging them in an evenly spaced arc that 
starts on the western base perimeter and 
curves around to the northern perimeter. (No 
attackers will come at you from the south or 
east.) Once you get the first turret up, you 
get a new objective: destroy the missile base 
now highlighted on your Mini-Map. 


Add a ring of Spitter Turrets to keep your base safe from those 
pesky primitives. 


DESTROY THE SOUTHERN 
MISSILE FACILITY. 


Forget this objective, though. That's right, do 
not send your amassed ground force to the 
missile facility down in the map's southwest 
corner. It's a wasted trip, and here's why. 
The moment any one of your Hierarchy units 
gets the Delta launch pad within their sight 
radius, the 
Delta missile 
simply blasts 
off. You 
cannot halt 
this launch. 


The Delta missile at the southern facility fires the moment you officially 
Spot it, regardless of how fast you get there. So send a single Monolith 
to trigger its launch and save yourself a trip. 


Instead, send one of your three Monoliths 
to trigger the launch. Now your objective 
changes. You get two new ones, actually: 
target the two remaining Delta missiles, one 
in the west and one up north. 


Before you go, beef up and build a second 
Habitat Walker at your base, provided you 
have the spare cash. Keep summoning Grunts 
and Lost Ones via both Walkers' infantry build 
queues until you have a sizeable force. (Your 
Pop Cap is 90, so fill it out.) Check on your 
Reaper Drones from time to time to keep 
them collecting resources. 


Keep your Reaper Drones working so you can afford another Habitat 
Walker 


Split your infantry to form two well-mixed 
groups, and assign each to a Walker. Leave 
a base defense group too; this can be small, 
however, assuming you have a stout ring of 
Spitter Turrets around the base. Now send 
your two assault groups lumbering up the 
road to the northwest 


‚ easy to reach and destroy, if you've built your 


DESTROY THE WESTERN 
MISSILE FACILITY. 


You are basically unstoppable at this point. 
Satisfying, isn't it? Follow the roads leading 
toward the highlighted western facility, 
engaging the pitiful Humvees, Marines, and 
Tanks that try to stop you. Wipe out enemy 
production structures (Barracks, Motor 
Pool) that you find along the way. Have your 
Walkers crush them by walking over them. 
It’s fun, and good practice. 


Demolish every production facility, Army or Novus, that you find along 
the route to each missile site. 


TOO.BIG 


HABITAT WALKERS CAN TRAMPLE 
MOST SMALL TO MEDIUM 
STRUCTURES. IN THIS MISSION, 
THE DELTA LAUNCH PADS AND 
MISSILES ARE TOO BIG TO STOMP. 
YOU MUST DEMOLISH THEM WITH ` 

CONCENTRATED WEAPON FIRE. 


Watch out for Novus Amplifiers, though, 
especially if they set up in groups of three or 
more. These fire sonic beams that increase 
in intensity the longer they sit in one place 
and fire. When you see Amplifiers, target 
them immediately. The western facility is fairly 


orce patiently. 


AMPLIFIERS FIRST 


flavus Amplifiers are very 

good at knacking off Walker 

hardpoints with their lang- 

range sonic beam attacks. 

Whenever you encounter 

one of these add-Inaking 
flavus 
vehicles, rush 
al units in 
closer and 
tuncentrate 
fire on it. 


DESTROY THE NORTHERN 
MISSILE FACILITY. 


Now head toward the final facility. To reach 
_ it, squeeze through the gap in the ridge to 
the northeast, then follow the road right to 
the northern missile pad. The way is long and 
slow, and strong squads of mixed Novus and 
U.S. Army units will block the road. Again, 
| use raw power tactics. With one Habitat 
| Walker you are difficult to stop; with two, you 
| can crush most anything. 


DERVISH-LESS 


ALTHOUGH YOU SAW DERVISHES 
LURKING EARLIER IF YOU SPIED 
ПП THE MISSILE SITES WITH 
YOUR MONOGLITHS, YOU WON'T 
ACTUALLY FACE ANY OF THE 
OVUS FLYERS ІП THIS mission. 


e 


м тобой 


At one point you face а murderers' row of 
Amplifiers with some tanks. This is a good 
place to unleash Orlok's special ability, Siege. 
Just click his Siege button, move the target 
circle over the Amplifiers, and click again. 


He unleashes a fierce barrage of artillery 
shells, lobbing them into the target circle and 
decimating the enemy vehicles. 


When your juggernaut force finally reaches 
the northern : қ T 
missile facility, 
open fire 

and pound 
the launch 
pad into 
fragments to 
complete the 


mission. Clobber the northern missile facility to end 


the mission 


During the mission, you heard a Hierarchy 
intelligence report pinpointing an underwater 
source for the signal transmission. Now 

you learn that the site is a Masari city-ship 
rising from the ocean. A barrage from the 
Hierarchy's battery of orbital weaponry 
damages 

the city, but 

it remains 
intact. Kamal 
orders Nufai 
to activate the 
Purifier, but 
Nufai says the 
Masari signal 
has disabled 
it. Now what? 


À city-ship of the Masa 
to be extinct, rises in th 


МАР КЕҮ 


1ST MASARI TRANSMITTER 
MASARI MACHINAE _ 
2ND MASARI TRANSMITTER 


HIERARCHY TRANSPORT ARRIVAL : 
MASARI AMBUSH! 


/ 1 7VIEL 


As Orlok arrives, he observes that the Masari city appears to be in stasis. The 
Hierarchy orbital barrage damaged the city's cryogenic system, but parts of it are still 
operational—automated repairs are under way, and the ancient race is clearly awakening 
from millennia of slumber. Sensors trace the awakening signal to three transmitters 
that amplify the frequency. Your task is to destroy all three of them to mute the signal. 


This mission introduces you to Defiler tactics and basic combat against Masari units. 
You also learn the value of Orlok’s heavily armored Endure Mode. 


MISSION CHECKLIST 
© DESTROY THE FIRST MASARI TRANSMITTER, 


© DESTROY THE MASARI PRODUCTION FACILITIES. 
€ DESTROY THE REMAINING TWO TRANSMITTERS. 
© GET ORLOK BACK TO THE TROOP TRANSPORT SHIP. 


— he TYPES , А CONQUEROR p^ 2 
Ж D | 
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DISCIPLE 
ARCHITECT 


MISSION WALKTHROUGH 
p 0 B JE CTI VE | 
DESTROY THE FIRST TRANSMITTER. 


Your first task is straightforward enough. 
Assign your Defilers to a separate group from 
Orlok and the other infantry troops. Defilers 
move fast and tend to get too far out in front 
of your slow-moving Grunts; you'll want to 
micro-manage the delicate, mosquito-like 
units, keeping them behind the infantry. Also, 
put one Defiler into Bleed Mode. 


Select your entire force—which includes 
Orlok, five Defilers, and some infantry—and 
send them north to the location highlighted 
yellow on your Mini-Map, the first of the three 
Masari transmitters. 


Heres your best setup: Grunts out front, Defilers in the back. 


GRUNTS TO THE FRONT 


GUIDE YOUR GRUNTS INTO THE FRONT BANK, FIRING THEIR PLASMA SHOTGUNS AT SHORT 
RANGE, WITH THE SOMEWHAT DELICATE DEFILERS IN THE BACK ROW SHOOTING THEIR LONG- 
RANGE RADIATION BEAMS. AS MENTIONED ELSEWHERE; ONE OR TWO DEFILERS SHOULD BE 
KEPT "BLEEDING" OVER. YOUR INFANTRY UNITS AT ALL TIMES. 


“et 


A few Masari Disciples try to halt your 
advance. The Disciple is the Masari's main- 
line ground combat unit, armed with a 
reflex energy cannon firing quick bursts of 
light energy. These attacks burn enemies 
and structures at close range, but they're 
no match for Orlok or your Defilers. Note 
that Disciples are also organic troops, so 
a Defiler's irradiated spew can turn them 
into Slaves. 


і Disciples have good range but they fall fast if you can close 
quickly with your Grunts. 


Don't use Orlok's Siege mode artillery attack on any of the Masari attackers in the early going. P 
Save it; you'll really need it later, after you destroy the third transmitter. Just let Orlok fire his 
regular shoulder-mounted plasma gun. 


RADIOACTIVE HEALING 


THE DEFILER'S SPECIAL BLEED MODE SPEWS AN 
EXPANDING GREENISH POOL OF RADIOACTIVE SLUDGE 
THAT DAMAGES ENEMY GROUND VEHICLES. IT ALSO ' 
URNS CIVILIANS AND ENEMY ORGANIC INFANTRY. UNITS © 
INTO MINDLESS SLAVES UNDER HIERARCHY CONTROL. 


OF COURSE, THIS GREEN SLUDGE ALSO HEALS DAMAGE IN 
ANY OF YOUR ORGANIC UNITS (GRUNTS AND LOST ONES 
FOR NOW, AND LATER, BRUTES). SO LET YOUR DEFILERS 


BATTLE AS WELL AS DURING IT. 


Proceed north across the bridge to the 
transmitter and open fire with all guns; again, 
_ dont use Orlok's Siege mode yet. After you 

. destroy the first transmitter, you get two new 
objectives. Logically enough, they order you to 
_ destroy the second and third transmitters. 


Fight through any Disciple or Conqueror sentries to reach the 
transmitter, then turn all guns on the structure to break it. 


DESTROY THE SECOND 
TRANSMITTER. 


To reach the other two transmitters you 
must head south, maneuvering around a 
shattered section of the Masari city-ship 
that was damaged by the Hierarchy orbital 
bombardment. This long route exposes you 
to more Masari attacks, including a few 
Conquerors, the enemy's primary combat 
vehicle. However, if you keep one Defiler 


"BLEED" ON YOUR INJURED HIERARCHY TROOPS AFTER A 


One of your Defilers should be "bleeding" full 
time to heal troops and turn enemy Disciples 
into Slaves. 


in Bleed Mode moving right behind your 
Grunts and Lost Ones, you should suffer 
few, if any, losses. 


Move your troops en masse, keeping a soothing puddle of radioactive 
Defiler sludge underfoot for your infantry units. 


AVENGER ALERT 


REMEMBER, EVERY TIME You 
DESTROY A CONQUEROR VEHICLE 
THERE'S A CHANCE THAT ITS 
DRIVER, CALLED AN AVENGER, WIL 
EMERGE FROM THE WRECKAGE AND 
START BLASTING AWAY WITH HIS 
ENERGY PISTOL. 


When you round the southern tip of the 
damaged section, Hierarchy sensors detect 
energy signatures near your position, giving 
you a new objective. New Hierarchy troops 
arrive via Troop Transport as well. Add these 
reinforcements to your main group and head 
west to the new targets on your map. 


DESTROY THE MASARI 
MACHINAE. 


As Orlok points out, the Masari are now 
repairing their production facilities; you should 
destroy these structures before they come 
online. Send your entire force to blast the row 
that includes a pair of Machinae (for vehicles) 
and a Knowledge Vault. (Your objective is 

met after you smash the second Machina 
structure, but you can have some good, 
wholesome Hierarchy fun and obliterate the 
Knowledge Vault too.) 


BACK TO OBJECTIVE: 
DESTROY THE SECOND AND 
THIRD TRANSMITTERS. 


Now you can march to the northeast and 
eliminate the second transmitter, then west 
to the third one. Aside from a few Disciples 
and an occasional Conqueror, the way is 
relatively trouble-free if you keep a tight 
formation with Defilers in back, infantry in 
front with a "bleeder" in their midst, and 
powerful Orlok leading the way. 


manage your march well. 


MOVE ORLOK TO THE 
TRANSPORT. 


After the third transmitter crumbles, Orlok 
defies Ката! desire to slug it out with the 
awakening Masari multitudes and decides to 
make a beeline to the Troop Transport that 
arrives with more Hierarchy reinforcements. 
If you send out a scout (say, a Lost One) 
from that newly arrived group you find that 
a huge platoon of Masari Conquerors and a 
stout squad of m . 
Disciples lies 
in ambush. 
Keep your 
new troops 
near the 
transport 
for now. 


Here's what waits for Orlok’s crew near the 
Hierarchy transport: a brutal Masari ambush. 


Keep Orlok and his force tightly together 

as they march south to the transport. 
Important: Keep Orlok near the rear of the 
formation. When Orlok's troops finally make 
contact with the massive Masari force, fling 
them all headlong into the battle; at the 
same time, attack the Masari from the back 
side with your new reinforcements from the 
Troop Transport. 


DON'T TRY TO ACTUALLY DEFEAT 
THE FINAL MASARI AMBUSH; IT'S 
VERY DIFFICULT IF. NOT IMPOSSIBLE. | 
YOUR GOAL IS TO GET ORLOK TO THE 
TRANSPORT ALIVE. 


2... 


Now quickly select Orlok and click his Endure Mode button to harden his armor significantly. 
With Orlok still selected, double right-click on the highlighted yellow circle in the Mini-Map to 
send him at his top speed (which isn’t very 
fast) to the transport without stopping to 
engage enemies. If you've thrown enough 
other troops into the suicide fray, they'll draw 
enough lethal fire to let Orlok survive. 


S Ca 
Just before Orlok hits the grisly ring о’ Conquerors, activate his 
powerful emergency armor by clicking his Endure Mode button. 


, Once Orlok hits the outer edge of the highlighted 
, area, your mission is completed. Whew! 
' That was ugly. 


START 
HYDRAULIC PUMPS (3 TOTAL) 

NOVUS CRATES 
ЩЩ HYDRAULIC PUMPS (3 TOTAL) 

HIERARCHY BASE WITH MATERIAL UPLINK 
28 vouus BASE 


Kamal Re'x is furious again with Orlok, but the Commander talks his way out of being 
summarily executed by suggesting the capture of a Masari leader. Kamal is intrigued, 
but before they can discuss it further, fleet intelligence reports that Novus is preparing 
an attack on the Purifier in the Altiplano region of South America. Kamal sends Orlok to 


intercept and destroy the wretched robots. 


This is a fun mission. It's one that seems ridiculously hard at first until you figure out 
how to use your Lost Ones. 


MISSION CHECKLIST 

ө CAPTURE ENEMY OIL PUMPS. 

ө SEND LOST ONES TO DESTROY THE NOVUS CRATES. 
© DEFEND THE PURIFIER AND BUILD YOUR BASE. 

ө DESTROY THE NOVUS BASE. 


ENEMY TYPES 


ПНП ROBOT 


AMPLIFIER 


FIELD INVERTER, 


CORRUPTOR 


MISSION WALKTHROUGH 


POST A SCOUT ON THE 
RIDGE. 


Send a Lost One to the highlighted circle 

on the ridgetop to reveal the Novus base. 
Frightening, isn't it? Swarming with troops, 
bristling with weaponry, that sort of thing. 

As Orlok correctly points out, those crates 
are awfully well protected. They must be 
important. №5 time to blow up the crates and 
their contents! 


Your ridgetop scout reveals a massive Novus base. It seems entirely 
organized to protect those four crates 


CAPTURE THE NOVUS OIL PUMPS. 


First, some nearby oil deposits are easy 
pickings. You need resources desperately in 
the second half of the mission, so group Orlok 
together with his Grunts and Lost Ones and 
head southeast. (Leave the Purifier behind; it 
will be safe.) A measly few Ohm Robots guard 
a row of three Hydraulic Pumps sucking black 
gold from the 
ground for 
Novus. Defeat 
the robotic 
guards and 
send a Grunt 
to capture 
each of 

the pumps. 


Direct your Grunts to capture the three oil 
pumps just southeast of your start position. 


You should also put your Reaper Drone on 
Auto-Gather and turn it loose on the cows 
grazing north of the Hydraulic Pumps. Send 
Orlok and the infantry with the drone to clear 
the area of roving Ohm Robots. 


DESTROY THE FOUR NOVUS 
WEAPON CRATES. 


Now you're ready to start detonating the 
Novus crates. Select a single Lost One and 
double right-click on the northwest crate 

to send him there full speed while ignoring 
enemies. This will be the toughest target to 
reach. Move the camera to follow the Lost 
One, and have your finger ready to click 

his Phase Self special ability button at a 
moments notice. 


Phase out your Lost One infiltrator, then run him to the crate to place а 
Plasma Bomb by it. 


CLEAR THE 
PATH. 


A FEW OHM ROBOTS PATROL THE 
PASS LEADING INTO THE NOVUS BASE 
AREA. TO REDUCE THE DAMAGE YOU 
OST ONE BOMBERS TAKE ON THEIR 
- WAY TO EACH TARGET, PUSH ORLOK 
AND GRUNTS FORWARD TO CLEAN 
OUT THE ROBOTS IN THE PASS. DON'T 
LET YOUR TROOPS WANDER INTO THE 

BASE THOUGH! 


When the Lost One is first spotted, Novus 
units open fire on him, but keep him running 
another few seconds before you phase him 
out. A phased-out Lost One stays invisible 
for just 15 seconds before he reappears. 

If he reappears in the middle of a Novus 
base—well, he then becomes a Dead Bot 
Walking. So you want to wait until the very 
last possible moment to phase out your Lost 
One infiltrator. Let the poor guy absorb a 
few hits then click his Phase Self button just 
before the last of his health drains away. The 
precise moment he phases out, the Novus 
gunfire stops. 


Each black hole you unleash wipes out about one-fourth of the 
Novus base. 


Now just let the phased-out Lost One run. 
Keep an eye on his Phase timer if you want, 
but it doesn’t matter. When he gets within 
sight range of the northwest crate (guarded 
by seven, count ‘em, seven Army Tanks, plus 
two scary Defense Turrets), click his Plasma 
Bomb button, then click the cursor оп а 
spot next to the crate. The Lost One plants 
a plasma bomb there; when he does this, he 
automatically phases back in and the Novus 
guards blast him to brave little pieces. 


Of course, it’s too late for them! The plasma 
explosion blasts open the crate, which turns 
out to be a containment chamber for a 
miniature black hole. The hole’s release sucks 
everything nearby into singularity oblivion. 
Wow! 


SLOW LIP THE OTHER THREE CRATES. 


Repeat the process by sending individual 
Lost Ones to each of the other three crates. 
Again, phase out each unit at the last second 
to sneak through the heavy protection and 
plant a plasma bomb next to the targeted 
crate. The other three “liberated” black holes 
will each suck in another quarter of the 

base, destroying almost every Novus unit and 
structure in the entire place. 


ESCORT THE PURIFIER TO 
THE MATERIAL UPLINK. 


Now you must get the Purifier safely to 

the Hierarchy base set up by Nufai around 
the Material Uplink. This is a fairly simple 
task; just keep Orlok and his crew within 
shouting distance of the Purifier as it lumbers 
sluggishly across the southern edge of the 
map. Nufai sends five Saucers to provide 
air support against the annoying Corruptors 
that attack the Purifier. More importantly, 
Saucers have a Repair Mode that lets them 
repair damaged machines like Purifiers or 
Reaper Drones. 


When you reach the southeast corner o 
map, you find three more Hydraulic Pum 
guarded by a few Novus troops. Wipe out 
the guards and have your Grunts capture 
more oil for the glorious cause. You also find 
a large Military Supply Stash worth 15,000 


in resources. Turn your Reaper Drone loose 
on that. Cows are worth 5OO a pop, so you 
can send your 
Reaper to look 
for the cattle 
herd to the 
north too. 


Put one or two of your escort Saucers in Repair Mode to keep the 
Purifier and Reaper Drone in good health. 


Continue escorting the Purifier due north, 
heading up the eastern edge of the map to the 
base. When the Purifier reaches the Material 
Uplink, you get a new pair of objectives. 


Watch out for Novus 
Variants posted along the 


eastern edge of the map as 
you approach your base. They can 
assume the appearance of trees or 
other environmental objects and then 
suddenly pounce. 


DEFEND NUFAI AND 
THE PURIFIER WHILE 
ГОРА! ACTIVATES THE 
MATERIAL UPLINK. 


Now it's base-building time—actually, since 
this is the Hierarchy, it's really Walker- 
building time. Nufai hands control of the base 


to you, and it's already in good shape, with 
а nice defensive perimeter of Spitter and 
Gravitic Turrets. More importantly, you have 
an Assembly Walker and a Habitat Walker at 
your disposal. With all those oil wells pumping 
you should have tons of resources stockpiled 
by now, so "money" should be no object: 
spend quickly as you KS out both Walkers. 

EB Add a Lost 
One Pod to 
the Habitat 
Walker and 
a Repair 
Chamber and 
Defiler Pod to 
the Assembly 
Walker. 


First thing: outfit your walkers with leg and 
socket upgrades. Start with Plasma Turrets and 
armmor-—the first Novus waves will hit soon. 


Also take care of the following business: 


Start producing units immediately The 
Assembly Walker comes already able to 
summon Saucers and the Habitat Walker is 
pre-outfitted to train Grunts. Start pumping 
out those units! 


Get your healers working! Run a few bleeding 
Defilers into the midst of your fighting 
infantry, and put several Saucers in Repair 
Mode and park them near Walkers and other 
damaged units. 


The Novus base is tucked up in the northwest corner of the map. 


Keep all units back behind the turret line 

in the early going! Let your troops work in 
tandem with your base defense (Spitter and 
Gravitic Turrets) until you have a full force, 90 
units strong, ready to counterattack and push 
west to the Novus base. 


Protect your Walkers! Array mixed-unit 
squads around the west and south sides of 
the two Walkers so they take the brunt of the 
Novus base assault. 


DESTROY THE NOVUS 
BASE. 


There are two approaches that should work 
for this objective. One is the standard mega- 
assault: Build up your force to full strength 


| and rumble in numbers to the Novus base 
_ in the northwest corner of the map. Keep in 
. mind, however, that it is an active base—that 


is, Novus is pumping out units from its 
production facilities too. So the longer you 
wait, the more units roll out of the Novus 
assemblies. 


hd 


A fleet of 8-10 Saucers can knock out the Novus base all by 
themselves. 


Another, simpler approach works surprisingly 
well. After your Assembly Walker has 
produced a fleet of about 12-14 Saucers, 
send 8-10 of them directly to the Novus base 
(leaving four or five behind to repair machines 
and provide air support at your own base). 
Your Saucer attack fleet should focus first on 


destroying the Novus Flow Generator to knock 
out power to all the other buildings and stop 
all Novus troop production. 


Next, eliminate anything shooting back at 
the Saucers: enemy flyers like Dervishes or 
Corruptors, Ohm Robots, and Field Inverters 
can hit Saucers, whereas Antimatter Tanks 
and Blade Troopers cannot. Finally, go from 
assembly to assembly, wiping out all troop- 
production facilities. Don’t miss the Science 
Center and, of course, the Command Core. 
Once all the major buildings are destroyed, 
the mission is completed. 


Kamal Re* is quite pleased with Orlok's 

work here, but the Masari are coming to 

life across entire regions and challenging 
Hierarchy forces worldwide. As Orlok 
proclaims, "We have awakened an angry 
giant." Kamal is growing fond of Orlok's 
suggestion to capture Masari leaders. In fact, 
legends of a great Masari queen intrigue him. 
Delivering such a prize to Kamal's overseers 
would certainly lead to unprecedented glory, 
and great leadership opportunities. 


Ката! next assignment sends Опок to indochina looking for the 
Masari queen. 


GODS (AT? UCTS TAA 


MAP KEY 


LE RIDGE-TOP TURRETS 


С ORLOK'S LANDING SITE 


ЖИ wasamovros | — | 
2 ZESSUS: 1ST APPEARANCE 

Ж FIRST TELEPORT DESTINATION 

ЖТ SECOND TELEPORT DESTINATION 


АЕ FINAL TELEPORT DESTINATION 


Hierarchy intelligence has detected increased Masari activity in the Indochina region, 
including large numbers of Masari ships "flying escort for someone." Both Kamal Re'x 
and Orlok the Eternal suspect it's related to the movements of a leader—the mythical 
Masari queen, perhaps. 


This mission introduces you to Brute tactics, giving you a chance to use the leaping 
beast's unique physical abilities. You get another glimpse of Masari facilities and also 
meet up with some Masari royalty. 


MISSION CHECKLIST 


€ ENSLAVE LOCAL CIVILIANS TO CROSS THE FIRST BRIDGE. 
€ USE BRUTES TO CLEAR HILLTOP TURRETS AND SECURE A LANDING SITE FOR ORLOK. 


© EXTEND THE SECOND BRIDGE. 
€ FIND AND DEFEAT THE MASARI LEADER. 


ENEMY TYPES 


CONQUEROR 


DISCIPLE 


PRINCE ZESSUS 


walk around bleeding on everybody. Soon you 
have a huge platoon of irradiated, mindless 
Slave soldiers. Sweet! 


MISSION WALKTHROUGH toggling both Defilers into Bleed Mode then 


DESTROY THE NEARBY 
MASARI RESISTANCE. 


You start with just two Defilers on a map 
split by a river with steep banks on both 
sides and surrounded by forbidding terrain. 
Orlok is en route to this sector, but he wants 
his landing site secured for his arrival. Scans 
reveal the Masari resistance to the east of 
your starting point, and your Defilers are 
vastly outnumbered. 


Bleed on these wonderfully heipful Indochina villagers and send their 
doomed mutant carcasses to attack the Masari bridge guards. 


соиптоошп 


WITH A SLAVE, IT'S DEFINITELY 
“USE IT OR LOSE IT.” THE 
MOMENT AN ORGANIC BEING 
I5 ENSLAVED BY DEFILER GOO, 
Your two Defilers don't have a chance against this Masari squad HIS HEALTH BEGINS TO SLOWLY 

guarding the bridge and its generator. Find heip! BUT UNSTOPPABLY ERODE. 
(THE HEALING 
FUNCTION OF 
A DEFILER’S 
BLEED MODE 
DOESN'T APPLY 
TO IRRADIATED 
SLAVES.) 


If you move the camera over the first 
(southernmost) highlighted area (2 on the 
mission map), you see a Masari squad that 
includes four Disciples and two Inquisitors— 
not good odds for you. They guard the bridge 
you must use to cross the river. You'll need 


some “help” for this first engagement. AFTER A WHILE, WHEN 


THEIR HEALTH OROPS ТП 
ZERO, SLAVES EXPLODE ІП A 
DISGUSTING SPRAY OF GREEN 

GUNK. 50 USE SLAVES AS 


| 
| 
| 
| 
| 
| 


USE THE DEFILERS ТО 


MONROE NNNM RIEN RR A 


MM 


ENSLAVE THE NEARBY 500П AS POSSIBLE AFTER YOU 
PRIMITIVES. S ENSLAVE THEM. 


——— | 


KN 


Walk your Defilers northeast to the second 
highlight location, a "primitive" village. This 
village is filled with, yes, villagers. Villagers 
make good slaves, so enslave them by 


DESTROY THE BARRICADE FORCE GENERATOR. 


Now comes the fun part. Move your Defilers out of the way 
and drag a big selection box around your dozens of groaning 
minions. Direct the mutant horde to attack the six Masari 
bridge guards. The Slaves quickly overwhelm the Masari: during 
the fight, you get the new objective. 


The Masari "bridge" is 
actually a force field projected 
across the river. Right now 

it is retracted, blocked by a 
barricade force generator, 

. the monolith-like structure 

. with glowing lights near 

` the bridgehead. Your new 

; objective directs you to 

_ destroy the generator to 

_ release the bridge. Your 

| Slaves automatically attack e 

| the structure during and after uc : 
| their fight with the Masari. 


LLO B J E C T | V E | 
| FIND THE MASARI LEADER. 


Once the barricade generator is shattered, 

| the way is clear to cross the bridge. Send 
your Slave swarming across, heading east 
into another village. There, a Masari defense 
turret called a Guardian opens fire. Swarm 
and destroy it with your Slaves, then do the 
same to two Guardian turrets (see 4 on the 
map) in the village. 


a 


AVOID DAMAGE 


KEEP. YOUR TWO DEFILERS AWAY 
FROM ENEMY FIRE AS MUCH AS 
OSSIBLE. THE MISSION'S ENDGAME 
IS EASIER IF YOU HAVE DEFILERS 
AVAILABLE, AND YOU WON'T GET 


Your Slave swarms can clear the second village of its three Guardian 
turrets if you keep them all together and move fast enough. 


Meanwhile, bring your Defilers into the second 
village; keep them bleeding to enslave more 
fine citizens. Push all Slaves east out of the 
village send them up the valley as it curves to 
the north. A squad of Masari Disciples patrols 
there, so swarm it with your dying mutants if 
you can. (Most Slaves will be on their last legs 
by this point.) Keep driving your Slaves hard 
until they are destroyed by Masari or they just 
blow up. Get everything you can out of their 
pathetically short life span. 


HURRY UP! 


|. IF YOU REALLY HUSTLE, YOU CAN 
DESTROY ALL THREE GUARDIAN 
TURRETS IN THE SECOND VILLAGE 
AND THE DISCIPLE SGUAD UP THE 
VALLEY TO THE NORTHEAST USING 
ONLY THE SLAVES YOU CREATED. 


Eventually, you trigger the arrival of a Troop 
Transport with reinforcements: a squad of 
Grunts and two powerful new troops called 
Brutes. You also learn that Commander 
Orlok's arrival is imminent, and his landing 
site appears highlighted on the map. Your 
new assignment: clear the area around the 
site to secure it. 


“ 1 
B Your reinforcements include Grunts and a pair of these powerful 
| Brutes. All are organic troops, so keep your Defilers bleeding (to heal) 
> and sate in the back rank. 


SECURE THE LANDING SITE 
FOR COMMANDER ORLOK. 


March your troops north up the valley. Be 
ready: a six-unit squad of Disciples is posted 
about halfway up. Wade into them with 

your beastly Brutes and Grunts. Keep your 
bleeding Defilers close enough to heal the 
troops but pull them back if they start taking 
fire. You want their healing ability available as 
long as possible. As you engage this group, 
you get a report that some Masari turrets 
(B on the mission map) sit in two locations 
high on the ridges ahead. These appear 
highlighted now on your Mini-Map. 


USE YOUR BRUTES TO 
DESTROY THE MASARI 
TURRETS. 


No ground units can reach these Guardian 
turrets, except for your Brutes. Select both 
Brutes and move the camera view to the two 
turrets atop the first ridge. Click the Brute's 
Leap button, then move the cursor to put the 
target circle near the turrets. (The cursor 
flashes blue when over spots where Brutes 
can leap.) Click twice, once for each Brute, 
and watch them both leap impressively from 
the ground clear up onto the ridge. 


Use the Brute’s Leap ability to jump both of your Brutes onto each 
turret-infested ridgetop. 


Now have your Brutes pound the first 

two turrets into rubble, then use Leap to 
hop back down to the ground. Walk both 
Brutes under the second set of turrets and 
repeat the process. (It takes 3O seconds to 
recharge the Leap ability.) When both pairs 
of turrets are destroyed, you can move on 
to Orlok's landing site and complete that 
objective, too. 


BACK TO OBJECTIVE: FIND 
THE MASARI LEADER. 


squad; if you lost troops, he'll bring ground 

_ reinforcements. He also brings a pair of 

| Saucers. Saucers serve an important dual 

| purpose for the Hierarchy. First, the Saucer 
| is a premier anti-air interceptor, deploying 

| "foo fighters"—small guided spheres of 

| plasma—that can stick to enemy units or 

| structures and significantly degrade them. 

| When in Repair Mode, howeve 


plasma 
actually heals 
Hierarchy 
machines, 
including 
Orlok's 
powered 
armor suit. 


low blue when in Repair 
sh orange when in Attack mode. 


ONE AT A TIIVIE 


REMEMBER THAT THE REPAIR/ 
ATTACK BUTTON IS A TOGGLE, 
GOING BACK AND FORTH BETWEEN 
THE TWO MODES. SAUCERS 
CANNOT ATTACK AND HEAL AT THE 
SAME TIME. 


Orlok arrives via transport to link up with your 


r, the Saucer's 


Now send Orlok and infantry trudging slowly 
to the southwest, all the way to the river. 
Put your Saucers in Attack Mode, because 
amongst the Masari troops guarding the 
bridge ahead is an Inquisitor, a flying craft 
that Grunts, Brutes, and Defilers cannot 
hit. Target the Inquisitor with the Saucers 
and Orlok, and let your infantry pound the 
Conqueror and Disciples. 


BONUS UNITS 


IF YOU KEEP AT LEAST ONE DEFILER | 
IN BLEED MODE, YOU'LL PROBABL 

TURN AN OCCASIONAL MASARI 
_ DISCIPLE INTO AN EXPENDABLE 
© SLAVE. SEND SLAVES FORWARD AS 
SCOUTS TO SEE WHAT LIES AHEAD. 


DEALTIVATE THE SECOND BRIDGE 
BARRILALE. 

This is another force-field bridge with another 
barricade force generator. If you smash the 
generator, you release the bridge, as before. 
Unfortunately, this generator is across the 
river on the far cliff. Orlok suggests you send 
your Brutes leaping across the chasm to 
reach it, and 
that's certainly 
possible. 
However, 
there's a much 
easier way. 


Put your Saucers in Attack Mode if they 
„aren't already, then fly them across the river. 
- Direct them to attack the barricade force 
generator until it explodes and the bridge is 
released across the gap. Next, march your 
troops across. 


DESTROY THE ITIASARI OUTPOST. 


There is a cluster of several Masari 
structures, including a Sky Guardian anti-air 
turret, so keep your Saucers back. First, 
destroy the Guardian turrets, then the Sky 
Guardian. Use the Saucers and Defilers to 
repair damaged troops, then destroy all 
remaining buildings. 


Head north up the valley. Keep your Saucers 
to the rear; three more Sky Guardians sit high 
on a ridges overlooking the valley just ahead. 
Nail them with Orlok’s shoulder cannon or 
have your Brutes hop up to smash them. 


FIGHT THE ITIASARI PRINCE. 


When you reach the turn in the valley, the 
Masari leader finally appears: Prince Zessus, 
son of the Masari queen herself. Orlok tries 
to talk to him, but Zessus just fights fiercely 
and suddenly teleports your entire force to a 
new location 
where you're 
surrounded by 
three Guardian 
turrets! 


The Masari Prince uses the power of teleportation to drop Опок and 
troops into triangulated groups of turrets. 


Destroy the turrets quickly. You've teleported 
just around the bend from where you were, 
so bring in the Saucers and Defilers for 
healing if you can. Move northwest in an 
attempt to leave the valley. The Prince 
returns and teleports you once again into the 
middle of three Guardians, this time up in the 
extreme northwest corner of the map. 


The Masari Prince Zessus 
will target Orlok, so keep 


ап eye on your Commander's health 
Bar. № it draps intu the yellaw range, 
immediately switch Пгіпк ta his 
hardened Endure Made, before gau 
tase him. 


Again, destroy the turrets quickly and repair 
if you can. Zessus appears one more time 
to teleport Orlok and a few troops to a final 
location. Keep fighting until you subdue 
Zessus and trigger the cutscene where the 
Prince and your 
Commander take 
a meeting. 


МАР КЕҮ 


155100 Б 
ORLOK'S BASE 
RESOURCE-RICH AREA 
TRANSMITTER 


Orlok has made his break with Kamal Rex, partnering with the Masari with support from Nufai. 
The Hierarchy Commander believes that a worldwide signal broadcast from the massive radio 
dish at Arecibo in Puerto Rico will induce Kamal's planetary troops to stand down and join with 
Orlok. However, a powerful force stands arrayed around the dish. Fortunately, Orlok still has 
access to the orbital supply system and can call down troops. 


Here's the mission where you put it all together, starting with basic base-building followed by an 
offensive, Walker-led push to the radar dish. 


MISSION CHECKLIST 


e SUMMON AN ARRIVAL SITE AND START RESOURCE-GATHERING. 

e SETUP A DEFENSIVE PERIMETER AND BUILD AN ASSAULT FORCE LED BY WALKERS. 
e SEIZE CONTROL OF RESOURCES TO THE NORTH. 

e DRIVE KAMALS FORCES OUT OF THE TRANSMITTER DISH. 

e BRING ORLOK INTO THE TRANSMITTER FOR TWO MINUTES. 


e DEFEAT KAMAL RE X. 


ENEMY TYPES 


LOST ONE 


DEFILER 


Nem 


KAMAL REX 


MISSION WALKTHROUGH 


BUILD AN ARRIVAL SITE. 


As the mission opens, Orlok's force is 
engaged with Kamal's Hierarchy troops 
near the huge circular transmitter dish. 
Immediately pull back all of your infantry— 
every last foot soldier. These initial units do 
not count against your Population Cap, so 
they're like bonus troops, and they will prove 
valuable shortly. Don't bring the Walker 
back—leave it in the fight, as Orlok orders. 


You initial Walker has no chance; Kamal's forces will destroy it in а 
scripted event. Just pull back all your infantry to the base area. 


| Within a few seconds your Walker will be 
destroyed; don't fret, you can't stop this 
scripted event. Get some use out of the big 
guy while you can. The moment your other 
units start moving back to safety, direct 
the Walker to trample enemy units and 
take out at least one of the enemy Walker's 
hardpoints. When your Walker does finally 
fall, Kamal's force retreats in the mistaken 
belief that you have reinforcements. 


— сет у ним, 


м, 


INSIDER INFORMATION ч 


SPECIAL THANKS TO JULIE 

NUNZIATA, QUALITY ASSURANCE 
ANALYST AT PETROGLYPH, 
FOR PROVIDING THE BASIC 

STRATEGY FOR BEATING THIS 

MISSION. THANKS ALSO To 

| JEFF STEWART, PETROGLYPH'S 

| STORY DESIGN LEAD FOR 

| UNIVERSE AT WAR, FOR 

| ADDITIONAL TIPS AND TACTICS. 


Dem 


At the same time, direct your Glyph Carver to 
summon an Arrival Site in the spot indicated 
in the southwest corner. You can't do much 
of anything else until that Arrival Site is in 
place. Keep Orlok and the infantry nearby, 
ready to play defense if Kamal's forces make 
an appearance. 


START YOUR HARVESTING OPERATION. 


The instant the Arrival Site finally drops, 
direct your Glyph Carver to summon a 
Reaper Drone; carve that glyph next to 
the nearby windmills, the only resources 
available in this corner of the map. 
Meanwhile, summon another Glyph Carver 
or two via the Arrival Site. 


nave for resources in the southwest comer 
of the map. Suck up every last bit of them, 


These windmills are all y 


When the Reaper arrives, let it work on the 

_ windmills as you now summon а Detection 

- Drone; you need defensive turrets badly, and 
you cant build turrets until a Detection Drone 
is on the ground. (A Habitat Walker unlocks 
turret production too, but this walkthrough 
forgoes Habitats for this mission.) When the 
two new Glyph Carvers arrive, use them to 
summon two more Reaper Drones. You need 
plenty of resources for this mission, so you 
must keep expanding your Reaper population 
when you can. 


SET UP A DEFENSIVE PERIMETER. 


The Detection Drone finally drops into place. 
Now you can start working on your defensive 
structures. Direct your Glyph Carvers to put 
up three well-spaced Spitter Turrets near 
the road northwest of the Arrival Site. When 
those are done, put up a pair of Gravitic 
Turrets just behind them. Once the Gravitics 
are in, upgrade both to Manipulator Turrets. 
This should keep your base in good shape for 
the rest of the mission. 


Set up some turrets right away. 
north soon enough. 


amals raiders start probing from the 


About this time, a Masari troop transport 

glides across the bottom of the map and 

drops off Prince Zessus and a Disciple squad 

at your fledgling base. The Prince and his 

_Masari troops are NPCs; you cant control 
them, but they fight for you. 


SUMMON АП ASSEMBLY WALKER. 


Your pitiful windmills will give out soon, so 
you need a new source of raw materials. 
Before you push off in search of that, 
summon an Assembly Walker to home base. 
In the following mission plan no new units 
(other than Saucers) are summoned, so 
don’t worry about adding unit pods to this 
Walker. Instead add Armor Plating to both 
outer arms and to the front panel socket, 
then add Plasma Turrets to all four legs. As 
you can see, this Assembly Walker will be 
your gunship. 


STAY CLOSE 


KEEP EVERYONE—ORLOK, WALKERS 

- AND INFANTRY—INSIDE THE TURRET 

DEFENSE PERIMETER IN THE EARLY 

` GOING. WATCH YOUR REAPER ` — 

` DRONES! DON'T LET THEM WANDER ` 

UNESCORTED UP THE WEST SIDE OF 
“THE МАР 


ТАКЕ A BIG RESOURCE GRAB TO THE 
NORTH. 


Now group your initial infantry units (Grunts, 
Lost Ones, and Brutes) with at least two 
Reaper Drones, a Glyph Carver, and a Saucer 
in Repair Mode, then send them all north 

up the road. Gun down any resistance you 
might encounter and keep marching until you 
reach the buildings and big scrap piles at the 
intersection. There are many resources here, 
but you must fight for them; Kamal's force 
has a few Reapers of its own working these 
scrap piles. He also sends occasional waves 
of enemy ground troops sweeping o^ dd toe 
the northeast, Е 
and hostile 
Saucers 
swoop in 
intermittently 
from the 
west, four at 
a time. 


| 
| 
| 
| 
| 


Push up to these resources to the north and 
claim them for your own. 


Defend this resource-rich spot! Let your 
Reapers get started on the southern end 
and have your Glyph Carver plant a few 
Gravitic Turrets there to fend off the Saucer 
squadrons. Place 2-3 Spitter Turrets at the 
north end of the resource area, and upgrade 
them to Desolators so your boys can heal 
after fighting off each new wave of enemies. 
Keep your Repair Saucer hovering over the 
turrets, and move your troops up just behind 
the turret line. This arrangement should keep 
the resource piles under your control until 
they're depleted. 


BUILD MORE WALKERS. 


Now, finally, you start racking up some 
serious funds. Use them to summon two 
Science Walkers plus a huge fleet of Saucers 
from your Assembly Walker. On one Science 

_ Walker, build Cascade Reactors on all three 
horn sockets to start ramping up the awe- 
inspiring Radiation Cascade attack. (It takes 
about three minutes for the reactors to 

` fully power up the attack.) Add three Repair 
Chambers on the legs. 


| 
| 
| 
1 
| 


Suit up a few Science Walkers when they join the team, then build a 
huge fleet of Saucers. 


On the second Science Walker, put three 
Machine Magnets on the horn sockets and 
three Weapon Accelerators on the legs. This 
guy will seize control of enemy vehicles, giving 
you a critical edge when the time comes. 


Keep building Saucers clear up to your overall 
Population Cap. You should be able to put 
about 23-25 of them in the air. Put about 6 


Ta 


of these in Repair Mode, and leave the rest in 
Attack Mode. That's a scary-big fleet you have 
there, bub. 


ESCORT ORLOK TO THE 
TRANSMITTER AND 
ACTIVATE IT. 


Wait until your Saucer fleet is full and 
Radiation Cascade has fully powered up, 
then send all three Walkers, your Saucers, 
and Orlok into the dish to clear the enemy 
units there. Bring the infantry units over 
from the northern resource piles. As soon 
as your reactor-fitted Science Walker 
reaches the dish and confronts the first 
enemy Walker, unleash the Radiation 
Cascade on it and the troops around it. This 
will decimate the ground units and inflict 
great damage on the enemy Walker too, 
knocking off many of its hardpoints. 


tance to the transmitter. Target the Arc 
alkers first so that you can safely unleash y 


Hammer through any 
Turrets on the enemy 
our Saucers. 


Your Assembly Walker can stomp and shoot 
all the enemy units that Radiation Cascade 
did not take out, and your Machine Magnet 
Walker will take some of the enemy saucers 
and tanks and convert them to your side. | 
Send in the ground units you saved and 
have them focus on the Arc Turrets on the 
remaining the enemy walkers. Be careful 
with your Saucers here! If the enemy Science 
Walker is still alive it will take control of 
some of your units as it is also equipped with 
Machine Magnets. 


Once all enemy Arc Turret hardpoints аге Orlok safely back to your base in Endure 


blasted off, send your full Saucer fleet Mode: no need to risk losing him and the 
sweeping across the dish. Bring Orlok d mission at this point. Keep your Walkers 
behind and walk him into the transmitter. focused on Kamal's Walkers and send your 


Saucers after Kamal; he moves too quickly 
for much else. 


-------:>:>---:-. 
INSIDER INFORMATION 


FROM JEFF STEWART; STORY 
DESIGN LEAD, PETROGLYPH: 


STICK CLOSE 


MOVE ORLOK INSIDE THE 
RANSMITTER WITH A DOUBLE-CLICK 
SO THAT HE DOESN'T TARGET AND 
HASE ENEMY UNITS: IF HE LEAVES 
" THE TRANSMITTER, THE TWO MINUTE 
CLOCK STARTS OVER CAIN. THIS ONE 15 A TOUGHIE, BUT I'VE 
FOUND THAT ARMORING AND 
GUNNING UP THREE ASSEMBLY 
WALKERS AND THEN MARCHING 
THEM OVER THE TOP OF AS 
MANY ENEMY UNITS AS POSSIBLE 
WORKS DECENTLY. ALSO, TRY 
TAKING A GLYPH CARVER WITH 
YOU UP TO THE ANTENNA DISH 
AND BUILDING AS MANY TURRETS 
» AROUND THE EDGES OF THE DISH 


Guide Orlok into the transmitter when the coast | AS POSSIBLE. 
is clear Now you must keep him there for two 
full minutes. ры, ROT 


When the 
"| mission ends, 
watch the final 


KEEP ORLOK NEAR THE 
TRANSMITTER FOR TWO confrontation 
MINUTES. between Kamal 


Re'x, Orlok, and 


Push your Walkers, Saucers, and other Миа, 


remaining forces north of the transmitter 
and array them to protect Orlok. The 
Saucers heal your Walkers, each other, and 
Orlok while he stands in the transmitter. If 
something goes wrong you can also put Orlok 
into Endure mode and he won't take as much 
damage. At this point the cinematic should 
occur, and you see Kamal's arrival. 


DEFEAT KAMAL RE'X 
Turn your Walkers on the new enemies. As 
soon as Radiation Cascade is ready again in 


your Science Walker, let it rip. During this 
final phase of the fight, you should march 


ІГІНІГЕ 
СЛАМЕ ЗИА\ КП 
TOUS Sos 


Orlok’s failed rebellion has 
Kamal Re’x in a foul 

mood, and he takes it 

out on the captive Prince 
Zessus. He demands to 
know the godlike secrets 

of matter and energy 

that the Masari possess. 
Zessus won't talk, and thus 
Kamal sends the traitorous 
Nufai to unleash the Purifier. 


Now you take control of the ancient Masari race, with 
their mastery of Light and Dark Energies. Your overall 
goal is to find and destroy the Hierarchy Purifier before 
it triggers what Kamal calls "another glorious apocalypse." 
Along the way you must scrub the Hierarchy scum from the 
face of the planet. 
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NORTHERN PRISON COMPOUND'S TERMINAL 
ASSEMBLY WALKER APPEARS. 


Even though you're playing a new faction, this mission starts you off a bit faster than 
the Novus or Hierarchy stories did. You open with some simple skirmishes, but soon 


graduate to base-building and a full-out fight with a stout Hierarchy force led by a fully- 
loaded Habitat Walker. 


MISSION CHECKLIST 
A © BREAK THE MASARI UNITS OUT OF THE SOUTHERN PRISON COMPOUND. 


Tei € REPAIR AND FORTIFY THE EXISTING MASARI BASE. 
© RALLY A LARGE ASSAULT FORCE TO DEFEAT THE HIERARCHY PRISON GUARDS AND THEIR WALKER. 
E | € LIBERATE THE MASARI FROM THE NORTHERN PRISON COMPOUND. 


GRUNT - 


HABITAT WALKER 


ASSEMBLY WALKER 


MISSION WALKTHROUGH 
LO B J E C T | V Е | 


ESCAPE THE HIERARCHY 
PRISON COMPOUND. 


You start out with just Prince Zessus and 
one Disciple. Your first task is to find the 
terminal that deactivates the barrier in the 
next holding cell and frees the Masari units. 
Before you get going, review the differences 
between the Masari's two energy modes, 
Light and Dark: 


In Light Mode, the mode in which you start 
this mission, your Masari units can see and 
shoot farther, and weapon hits inflict extra 
burning damage to enemy targets. (Light 
Mode's added weapon range will be very 
useful in the first few encounters here.) 


In Dark Mode, units add a layer of Dark 
Matter Armor that builds up and regenerates 
over time, and weapon hits actually slow down 
enemy targets. All units move faster, and 
Dark Mode transforms all Masari air units to 
ground units (albeit fast, powerful ones). 


You can switch the Masari back and forth between Light and Dark 
Modes, which changes some basic characteristics of all units. 


LIBERATE THE ITIASARI TROOPS FROM 
THE ПЕХТ CELL. 

Again, your units start out in Light Mode, so 
take advantage of the enhanced sight and 
weapon range. The terminal is across the 


corridor to the north, guarded by four tough 
Grunts. Select both Prince Zessus and the 
Disciple, then walk them north just to the 
middle of the corridor outside the Prince's 
cell. This brings the nearest Grunt into sight 
and weapon range, and both Prince and 
Disciple open fire. The Grunt advances, but 
because he has so far to go, he takes great 
damage before the Masari duo get within his 
plasma shotgun's range. 


Use Light Mede’s superior range to nail the first few Grunts guarding 
the terminal, then switch to Dark Mode for the close-in fighting later 
with multiple Grunts. 


Move the Prince just a few steps further 
north to sight the next Grunt, who makes the 
long rush and suffers critical damage due to 
your superior sight and range again. Repeat 
once more—this time, two Grunts approach, 
so they get close enough to fight back a bit 
before you KO them. 


Now click on the Toggle Light and Dark Mode 
button to switch the Masari to Dark Made. 
Walk to the highlighted circle to activate the 
first terminal and free the Masari troops. 


ПО CONTROL 


You CAN'T CONTROL THE 
MASARI ARCHITECT ІП THE 
CELL WITH THE OTHER TROOPS 
UNTIL YOU ESCAPE THE 
СОПРОШПО. 


, 


ПРЕП THE PRISON ГПІТІРПИПІП GATE. 


The newly released Disciples open fire on the 
big squad of Grunts guarding the terminal 
across the hall. 

This is a tough 

fight, even after 

Zessus joins, 

but your switch 

to Dark Mode 

adds Dark Matter 

Armor (indicated by 

the bar labeled “DMA” 
underneath each unit's 
health bar) to the Masari, 
giving them much better 
protection against the close-range 
Grunt attacks. 


Switch to Dark Matter Armor to fight the big Grunt squad. 


| Once the last Grunt falls, head to the 
highlighted second terminal to open the 

..| main gates to the prison compound, then 

| ` | exit into the large courtyard to complete the 
| . | first objective. 


| BUILD A MATTER ENGINE 
WITH YOUR ARCHITECTS. 


You learn that more Masari units are 
imprisoned to the northeast. Before you 
can free them, you must gather a strong 
force. The Architect from the prison cell 
now appears in the yard; Prince Zessus 


: orders him to 
* build a Matter 
3 Engine. Select the 
Architect, pick the 
Matter Engine from 
his build options, and 
construct it to complete 
the objective. 


Build a Matter Engine with the Architect you 
freed from the prison compound. 


TASK ARCHITECTS TU KEY STRUCTURES. 


During construction of the Matter Engine, 

the Prince says, "Repair these structures 
immediately. We need to restore production." 
Scan around the yard to see an entire Masari 
base filled with damaged buildings. Select the 
Citadel (the big building with multiple columns 
and light beams) and produce at least five 
more Architects. Send them out to repair 
buildings in the western part of the base. 
Task an Architect to support/augment one 
of each type of building: Machina, Skirmisher 
Portal, and Matter Engine. 


Produce more Architects from this building, the Citadel, to build and 
repair base structures and augment their functions. 


GET READY FOR THE SAUCER WAVES. 


Shortly after Zessus and crew move into 
the Masari base area, the Hierarchy starts 
sending waves of Saucers from the north to 
hit the western end of your base. These are 
hit-and-run sorties that target one building 
for a few seconds then quickly withdraw back 
to the north. However, they are destructive, 
so you should get defenses set up on the 
northern perimeter of the base as soon as 
EN уси can. Ап 
occasional 
wave of 
Grunts will 
attack too, 
so you need 
„ол: і defenses 


against both 
These Hierarchy Saucer sorties will chip away at groun d and 
your base if you don't counter them. Do so with n 
a good squad of Disciples in the early going and, М assault. 

у some Sky Guardian turrets. 


Until you can build Sky Guardian anti-air 
turrets (available only after you build a 
Knowledge Vault), your anti-Saucer defense 
is Prince Zessus and your Disciple infantry. 
Start producing Disciples from the row of 
three Skirmisher Portals over on the west 
side of the base. Set each Portal's rally point 
at a different spot along the base's northern 
perimeter, where the intermittent Saucer or 
Grunt waves will continue to hit. You have 

a Population Cap of 90, so build enough 
Disciples (which count for 2 apiece against 
the cap) to have a total Disciple force of 
about 25 or so. 


BUILD A KNOWLEDGE 
VAULT. 


After the Matter Engine is completed, 

Zessus orders a Knowledge Vault built 

and upgraded. Set a few Architects to the 
construction task. When the Knowledge Vault 
is finished it unlocks the Machina's ability to 
build Conquerors, so put about 4-5 of those 
vehicles into the build queue. 


rwy cum 


BUILD CONQUERORS 


> THE PRINCE IS CORRECT WHEN HE SAYS, "THE PRISON COMPOUND CANNOT BE ACCESSED BY 
VEHICLE; WE'LL NEED TO ENTER ON FOOT." HOWEVER, IF YOU CHOOSE TO TANGLE WITH THE 
HIERARCHY'S MAIN BASE FORCE BEFOREHAND, IT HELPS TO HAVE A STRONG CONTINGENT О 
CONQUERORS, SO DON'T FORSAKE VEHICLE CONSTRUCTION. 


LATER, WHEN YOU'RE READY TO ENTER THE PRISON COMPOUND, YOU CAN SEND THEM BACK 
TO THE WESTERN SECTOR OF YOUR BASE. 


BUILD A SKY GUARDIAN. 


Finishing a Knowledge Vault also unlocks Sky Guardian un 
technology, so immediately task two Architects to start 

building a well-spaced battery of the Masari anti-air turrets on 

the northern perimeter of the western section of the base. 

You want at least three turrets, with an Architect tasked to 

each one after construction to boost their firepower. Once ew. = 
these are up, you won't have to worry much about the Saucer | е 

sorties anymore. S ре ud - 


UPGRADE THE KNOWLEDGE UPGRADE THE MATTER 


VAULT. ENGINES. 

This one’s easy. Just select the Knowledge If you haven't done so already, Prince 
Vault and click on the Ancient Knowledge Zessus reminds you to quickly enhance all 
upgrade. This unlocks the Matter Sifter your Matter Engines with the Matter Sifter 
upgrade, which increases the speed and upgrade. Each Matter Engine can hold 
capacity of your Matter Engines. It also unlocks 240 units of energy, but the Matter Sifter 
the Energy Screen upgrade, which adds a increases this by another 120 units and 
protective screen around your Sky Guardians speeds up energy production. Thus if you 
that deflects enemy projectiles. By all means upgrade all Matter Engines you significantly 
activate these upgrades right away on all of increase your energy capacity and output. 


your Matter Engines and Sky Guardians. ГО В Ee Т1 У\ Е | 
| ОБ. Е С Т1 \ Е ] 
RESCUE THE CAPTIVES IN 


BUILD A FLIGHT MACHINA. THE NORTHERN HIERARCHY 
eni e PRISON COMPOUND. 
e Prince calls for some flying units. Task 


an Architect or two to build a Flight Machina. Now get ready to go on offense. Your goal 


When it is finished, select it and produce a is to reach the northern prison compound, 
handful of Inquisitors—5 or 6 is good. Note and as Prince Zessus pointed out earlier, only 
that Prince Zessus says, “Keep aircraft away infantry units can enter that compound. But a 
from the northeast compound. Their anti- large, powerful Hierarchy force that includes 
air defenses are too strong!” Again, he’s a Habitat Walker lurks near the compound 
right, but when you switch to Dark Mode, entrance. So you need a powerful counterforce 
Inquisitors drop to the ground and become to take this on—and that means a good 

heavy infantry units, no longer threatened by mix of units including a good complement of 
the Hierarchy's кл Conqueror vehicles. If you go Dark Mode, you 


Gravitic Turrets | 0 
clustered in 
the northeast. 


can add a squad of Inquisitors, who drop to 
the ground as beau infantry. 


Fill up your full Population Cap of 90 to build a mixed assault team of 
Disciples, Conquerors, and inquisitors in Dark Mode to go toe to toe 
with the Hierarchy e main force. 


Hurrt let Prince Zessus get 


caught in the middle of the 
blistering firefight. Keep him away from 
the Walker, behind your main force. Be 
ready to pull Zessus aut of the fight 
to repair if he sustains even moderate 
damage. 


е The big fight is wild, but keep your force focused on exposing and 
Roll your force north to engage the Hiera rchy. destroying the green glowing Coolant Nodes in two of the four crown 


Keep Prince Zessus in the back rank, out of the 5 5 

line of fire. You can afford to lose every troop 

on the field but him; if the Prince goes down, the mission is lost. Spend your first minutes 
thinning out the ranks of the ground troops. Target Brutes first, then the spewing Defilers, 
and finally the Phase Tanks and Grunts. Finally, turn all guns on the Walker. 


TAKING DOWN A HABITAT WALKER 


YES, YOU DESTROYED HABITAT WALKERS EARLIER IN THIS CAMPAIGN, BUT HERE IS A REVIEW 
THE TACTICS. FOCUS ON EXPOSING THE COOLANT NODE AND DESTROYING IT IN TWO OF THE 
WALKER'S FOUR CROWN HARDPOINTS. 


FIRST YOU BLAST OFF THE HARDPOINT UPGRADE, THEN THE UNDERLYING PANEL TO EXPOS 
THE GREEN GLOWING NODE. FINALLY, YOU TARGET THE NODE ITSELF. 


| 

i 

| 

* | 
1 

i 

| 


TARGET JUST ONE HARDPOINT AT A TIME—DON'T SWITCH BACK AND FORTH! КЕЕР HAMMERING 
THE SAME HARDPOINT UNTIL ITS COOLANT NODE DETONATES, THEN MOVE TO A SECOND ONE. 


Once the Walker finally collapses in ruin, the 
barrier that blocks entrance to the northern 
prison compound dissipates. Go to the 

gate and knock out the two Spitter Turrets 
guarding it, then send a strong infantry 
contingent led by Prince Zessus inside. A 
few Grunts patrol the area, and you find a 
turret cluster in a center room (only one of 
which is a Spitter), so you can clobber those 
if you want. 


S :; OR 


Don't move around the far corner to the 
highlighted terminal until you read the next 


risaners in the northern compound include some Disciples and a 
number of Marines led by none other than General Randal Moore, who 
section. appeared in previous missions. 


Ten 


REDISTRIBUTE FORCES BACK TO THE 
BASE BEFORE THE FINAL STEP ПЕ THE 
PRISON RESCUE. 


Here’s a sneaky tip. Before you round that 
last corner to reach the highlighted spot in 
the northern prison compound area, send 
most of your troops back to the western 
perimeter of your base—or, alternately, 
sell them off to clear Population Cap room 
then build a good mix of new Disciples, 
Conquerors, and Inquisitors to post at the 
western edge of your base. 


Next, have some Architects build a row of 
Guardian turrets around the northwest curve 
of the Masari base and give each one the 
Two-Faced upgrade to double its firepower. 
Also task an Architect to augment each anti- 
ground turret as well. 


Your base defenses should be stout before you liberate the northern 
prison compound. 


Here’s why: A powerful enemy ground 
assault that includes an Assembly Walker 
will descend on the base’s western edge the 
moment you liberate the northern prison 
compound. So be patient. Don't liberate the 
prison compound until you have a full-sized, 
well-mixed force ready to defend your base. 


DEFEAT THE HIERARCHY 
ASSEMBLY WALKER. 


Now go ahead and walk Prince Zessus and 
his handful of troops around the corner to 
the highlighted terminal. Eliminate the Grunt 
guards and free the prisoners, including 
General Moore and his Marines. After the 
dialogue exchange, your intelligence unit 
reports that Hierarchy reinforcements 
(including a Walker) are attacking your base. 


Quickly pull a selection box around everyone in 
the prison and double right-click to send them 
full speed down to the Masari base. 


X&22002200 А 8470 


The Hierarchy assault on your base includes an Assembly Walker. 
Knock off those arms! 


By following the previous advice (your defense 
turrets and troops were properly placed) you 
should fend off the initial Hierarchy assault 
wave fairly easily. The Prince, Gen. Moore, 
and all troops from the prison should arrive in 
time to meet the Assembly Walker before it 
gets near your base. Check out the Assembly 
Walker tip on this page for more on toppling 
the big-armed beast. 


TAKING DOWN AN ASSEIVIBLY WALKER 


YOU DESTROY AN ASSEMBLY WALKER BY TAKING OUT THE TWO COOLING UNITS AND 
CENTRAL CORE LOCATED BENEATH THE ARMS AND FACE PLATE. IN ALL, YOU MUST DESTROY д 
NINE THINGS—THE HARD POINT, UNDERLYING SOCKET, AND CORE SHIELD ON EACH SIDE | 
OF THE WALKER'S HORN (A TOTAL OF SIX KILLS) PLUS THE CENTRAL HARD POINT, SOCKET 

UNDERNEATH, AND FINALLY THE CORE. 


START BY KNOCKING OFF THE ARMS FIRST, THEN STRIPPING ALL THREE HARDPOINTS COVERING 
THE CORE ELEMENTS TO REDUCE THE WALKER'S ABILITIES. ONCE THE TWO COOLING UNITS AND 
THE CORE ARE GONE, THE WALKER FALLS. 


When the Walker finally falls, watch as the 
Masari's Gueen Altea arrives with Lord 
Charos to review the troops for the upcoming 
war. General Moore and his Marines are 
already on board, but then another familiar 
ally joins the cause. 


ШНЕДЕШ МЕТ ІЕТНМЕЖЕШІТҒІРТЕТЕ, 


1 1 Е 
"Purifier signature detected!" With those — 
chilling words and a Hierarchy strike from the SC SN 


Congo on Novus-controlled South Africa, the 
global game opens. As the in-game mission 
overview puts it, "The gods have been roused 
from their slumber of 10,000 years...and 


they're angry." 


From their global headquarters of Atlatea 
in nearby East Africa, the Masari have fully 
awakened to the threat on their doorstep. 
Queen Altea urges a quick counterstrike 


- | 
before the Purifier сап be fully deployed. Lord Here's where you start: East Africa, where Lord Charos waits in the | 
Charos, supreme commander of the Masari Masari citadel of Atlatea to muster a strike force. | 
forces, points out the Purifier's location 

across the globe in the Anahuac region in 


Mexico. He also points out the lengthy string of Hierarchy- 
controlled regions that you must fight through to get there. 


So the next "mission" is actually a series of missions. You 
start with Lord Charos in East Africa. There you make 
strategic upgrades to the Atlatea base and custom-create 
a strike force to transport with Lord Charos. Next, you 
embark on a region by region conquest until you reach 


Anahuac and trigger the final showdown with Kamal Re'x, Ре where you end up: the high plains of 


his brutal Hierarchy legions, and the Purifier itself. 


f 


Anahuac in Mexico, where the Purifier slowly | 
gathers its power. 


MISSION CHECKLIST | 
ө TAKE CONTROL OF THE AFRICAN CONTINENT. | 
ө CROSS THE OCEAN AND FIGHT REGION BY REGION UP THROUGH SOUTH AND CENTRAL AMERIC, 


| 
| 
| 
1 
| 
Í 
| 
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e TRANSPORT A STRIKE FORCE INTO THE ANAHUAC REGION OF MEXICO. | 


ENEMY TYPES 


You will encounter every type of Hierarchy unit and structure as you 
traverse two continents to Anahuac. You'll also meet up with the 
nefarious Nufai in Central America, the last stop before you reach your 
destination of Anahuac. 


MISSION SERIES WALKTHROUGH 


As the Masari global mission series begins, 
you are in Global Mode with your view of 
Earth centered on the region of East Africa. 
In that region you see two things: the Masari 
global headquarters of Atlatea, and the 
Masari hero Lord Charos. 


Regions on the globe are either neutral or 
controlled by one of the factions. Neutral 
regions are outlined in gray and have no 
faction symbol. Regions controlled by a 
faction are outlined in the faction's color— 
Masari is green, Hierarchy orange, and 
Novus blue—and also display the controlling 
faction's medallion-like symbol. 


If you click on any region in the Mini-Map, the 
globe automatically spins until it centers on 
that region. You can also right-click on the 
globe and hold, then move the mouse to spin 
the globe; things start in East Africa. 


WHAT 15 GLOBAL MOE? 


L- _ Global mode is the part of the game that 


| takes place when you have the global view of 
| the Earth and its regions. In this mode, you 
can do the following: 


E ; | 4 BUILD STRUCTURES ON REGIONS YOU CONTROL. 


| MAKE STRATEGIC UPGRADES TO STRUCTURES YOU'VE 
| ALREADY BUILT. 


| SELECT ONE OF YOUR HEROES AND BUILD A STRIKE FORCE 
| THAT WILL TRAVEL WITH HIM/HER. 


“| TRANSPORT ONE OF YOUR HEROES AND HIS/HER STRIKE 
| “4 FORCE TO OTHER REGIONS. 


4 SPY ON ENEMY REGIONS. 


de LAUNCH MEGAWEAPON STRIKES ON ENEMY REGIONS. 


WHAT I5 TACTICAL MODE? 


Tactical mode is the standard real-time 
strategy mode that features live unit-versus- 
unit battles—your hero and his/her strike 
force deploys on a battlefield and, under 

your direction, tangles with an enemy force. 
You may or may not build a base too. It's 

the mode you've been playing throughout the 
Universe at War Campaign up until this point. 


SPEND GLOBAL FUNGOS ТО MAKE 
STRATEGIC UPGRADES TO ATLATEA. 
Everything that the Masari race creates in 
Global mode—whether structures or troops 
or strategic upgrades—costs energy, which 
is measured in “global funds.” Your total 
funds and your maximum fund amount are 
listed in the upper right corner of the screen. 
You start with a fund cap of 250 and full 
funding—that is, you have 250 to spend at 
the start. 


Each structure built on a global region—here, the Masari global HQ of 
Atlatea—has two strategic upgrade slots (circled). 


Click on Atlatea. This global headquarters 
is already built and cannot be replaced; you 
see this noted if you mouse over the four 
structure options that appear when you 
click: Energy Magnet, Key Inspiration, Will 
Processor, and Core Amplifier. 


BUY A BASIC DEFENSE UPGRADE. 


Click on Atlatea again to bring back the two 
strategic upgrade slots, then click on one of 
the slots. Different types of structures will 
have different types of upgrades available, 
although every structure has a Basic Defense 
upgrade option. Since East Africa borders 
two Hierarchy territories (Sahara and Congo], 
you might want the Basic Defense here. A 
Basic Defense upgrade gives your structure 
the ability to inflict damage on incoming 
invasion fleets in the Global mode and fire on 
enemy units in Tactical mode. 


Buy ti Defense and Comm 
for your Masari base in East Africa. 


d and Control strategic upgrades 


Click on the first strategic upgrade slot, then 
select the Basic Defense upgrade. 


BUY THE COMMAND AND CONTROL 
UPGRADE. 


The Basic Defense costs 125, which is 

half of your available global funds. All of the 
other strategic upgrades cost more than 
the 125 you have remaining. (Costs listed in 
red numbers indicate you don’t have enough 
funds to afford them.) Don't despair; your 
Masari home base automatically gathers 
energy to provide global income at a rate of 
45 fund units every 3O seconds or so. 


So just click on the second strategic upgrade 
slot and wait until your funds increase by 

45 up to 170, then buy the Command and 
Control upgrade for 155. This speeds up 
your troop transport rates in both Global and 


Tactical modes. Normally another good option 
would be the Repair upgrade, which also 
costs 155 and repairs strategic structures 
and damaged units while they camp in the 
region in Global mode, but the Hierarchy 
wont attack East Africa during this missions 
series, nor is it likely that you'll bring damaged 
Masari troops back to Atlatea. 


BUILD A STRIKE FORCE FOR LORO 
CHAROS. 
Now click on Lord Charos. His strike force 
display appears. This display shows you which 
troop types are available for production and 
how many troops are currently in his strike 
force (he starts with 6 Disciples). Available 
troop types are displayed in color, while the 
buttons for troops you cannot produce yet 
are grayed out. Right now you can produce 
only three basic troop types—Disciples, 
Sentries, and Inquisitors. 


То add a new ипїї, just click on the 
corresponding button in the display to start 
production. The total number of units already 
built of that type is displayed in green at 

the top of the button. The number of units 
currently in production is displayed in white at 
the center of the button. 


Lord Charos's strike force has a population 
cap of 7O, so make your troop selections 
carefully. Each Disciple counts 2 against the 
cap, while each Sentry and Inquisitor counts 
3. Troop production is also limited by the 
global funds available at that moment, but 
remember, your funds automatically increase 
over time. So be patient here, and slowly 
build up a strike force that maxes out your 
population cap. 


It's usually good to have a balanced mix of 
unit types. Try the following mix: 14 Disciples, 
7 Sentries, and 7 Inquisitors, but feel free to 
create a strike force that matches your style 
of play. 


STATIONARY 


YOu CANNOT MOVE A STRIKE 
FORCE TO ANOTHER REGION 
WHILE TROOPS ARE STILL In 


PROOUCTION. | 


TRANSPORT LORO CHAROS AND HIS 
STRIKE FORCE TO THE CONGO OR 
SAHARA REGION. 


Lord Charos can move only to regions that 
border the one he currently occupies, and 
Novus regions are off-limits for this mission 
series. So you have only two move choices: 
Congo or Sahara, both controlled by the 
Hierarchy. Again, your ultimate goal is to 
reach Mexico. You must fight through at 
least six regions to get there. In this case, 
either Congo or Sahara works, so take your 
pick. This walkthrough covers the route 

«| through Sahara. 


MAP KEY 


Ania TU у үу үсу} 


Once troop production is finished and your 
strike force is full, select Lord Charos and 
move your cursor over the Sahara region, 
controlled by the Hierarchy. The green line 
you see indicates that travel to the selected 
region is possible. (A red line means no travel 
is possible.) 
Click on 

the Sahara 
region. You 
see the troop 
transport 
move along 
the green line 
to Sahara. 


The transport moves from East Africa to Sahara 
on global map. 


Moving into any region controlled by an 
enemy faction triggers the message, “Enemy 
resistance encountered at [name of region]." 
In this case, the message refers to the 
resistance you encounter in Sahara, and you 
automatically switch from Global mode on the 
global map to Tactical mode on the Sahara 
battle map. 


STRIKE FAST OR BUILD A BASE? 


Once the tactical map loads, click Start Game 
to open the map. The first thing you see 

is your big Masari Troop Transport vessel 
hovering onscreen; it hovers down in the 
southeast corner of the Sahara map. Click 
the “Unload Transport” button in the lower 
left corner to unload Lord Charos and the 
Masari strike force you assembled back in 
Global mode. 


Start off Tactical Mode by unloading your troop transport in Sahara. 


Now you can decide whether you want to 
spend time building a strong production- 
oriented base or risk deploying your strike 
force aggressively around the map, assuming 
you have enough troops to clear the region 
without additional troop production. Of 
course, unless you spied on this region 
beforehand (by purchasing and using the 
Spying strategic upgrade—more on this 
later), you have no idea how strong or 
well-developed the “enemy resistance” is in 
Sahara. Here’s where good reconnaissance 
is essential. 


LORD CHARDS'5 STRIKE FORCE 
AUTOMATICALLY INCLUDES TWO | 
ARCHITECTS. | 


cCK————Ó—À ен Ирандын оны нерн. 


Immediately set your builder units to the task 
of erecting a command structure and some 
resource collection, at the very least. You 
may or may not need a full base; chances 
are that this early in the global game your 
enemies are sparse, but it doesn't hurt to 
be cautious. Here, right after landing, direct 
your two Architects to build a Citadel, the 
core structure of any Masari base. Next, 
construct a 
Matter Engine 
to start 
assimilating 
resources. 
After that, 
you might 
want to put 
up a few 
Guardian 
turrets. 


тл. 
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Start Tactical mode by having your Architects 
build a Citadel then a Matter Engine for 
income, even if you don't plan to develop troop 
production facilities. 


START YOUR RESEARCH. 


Immediately after setting your Architects to 
work, click on the Research button at far left. 
This is the first time in the Campaign that 
research is available to you. 


Completed research projects provide useful 
and sometimes critical enhancements to 
your faction's capabilities in Universe at War. 
Each faction has three branches of research 
you can work along; each branch has four 
progressively advanced "suites" of research. 
(For a look at : : 
the Masari 
research 
tree, you can 
check out 
the Research 
section in 
Part 3: 
General 
Strategies.) 


~i 
Get your research going. Sure, you can win 
without it, but why not make it easier on 
yourself? 


You can research only one suite in this 

first mission of the Masari global march to 
the Purifier. Whatever suite you research 
can carry over through the entire series of 
global missions, so choose thoughtfully. If 
you like the maneuverability and firepower 

of the Masari Light Mode, start going down 
the Light Matter Branch. If you enjoy the 
enhanced durability provided by Dark Matter 
Armor, start with Dark Matter Branch: Suite 
1. If you like a balance, go down the Balance 
Branch. Take your pick. 


SEND INQUISITORS TO FIND THE ENEMY. 


Okay, now what? What are your mission 
objectives? Well, as in any Global campaign 
scenario, if no specific mission objectives are 
displayed onscreen, your overall objective is 
to destroy all the enemy's production facilities 
plus all builder units in the region. In the 
Sahara region this means you must destroy 
the Hierarchy's Creation Core and Reaper 
Drones, plus wipe out any Glyph Carvers in 
the region. 


Normally, while your Architects erect a 
Citadel and a Matter Engine, you would send 
your Inquisitors to scout out to all corners 

of the Sahara map, looking for any sign of 
enemy activity. You might also scan the map 
with your camera and find the Hierarchy 
Outpost (see 2 on the map), then send a 
Disciple or two to capture it and use its Scan 
Pulse to open up temporary holes in the fog 


of war. Note that there's also a Hydraulic 
Pump tucked up in the northeast corner 
(3 on the map) that can be captured for 
extra resources. 


You can capture this Hierarchy Outpost and us 
to find enemy concentrations. In general, always s 
"capturable " structures that can aid your cause. 


Unlike the Universe at War Scenarios where 
enemy locations and units are generated 
randomly by the game Al, this Masari global 
mission series is "scripted"—that is, the 
Hierarchy Creation Core will always be in the 
same place in Sahara (see 3 on the mission 
map), as well as in the other regions you 
must conquer en route to the Purifier in 
Anahuac. 


Fortunately, the enemy is only moderately 
strong in Sahara. If you built a full-sized, 7O- 
population-cap strike force for Lord Charos 
before you left East Africa, you have enough 
troops to seize control of Sahara easily without 
ramping up a full troop-production operation. 


GO ON THE OFFENSIVE. 


If you built some base structures and 

turrets, leave just a small contingent of 
troops (3-4 Disciples, a couple of Inquisitors 
and Sentries) as a base defense group, then | 
march the main body of your force west 
along the road south of the pyramid. At the | 
intersection (where the Hierarchy Outpost | 
sits), turn right and follow the road north all 
the way to where it bends east around the 
pyramid's northwest corner. 


LIGHT 
AND DARK 
INQGUISITORS 


IF YOU HAVE INGUISITORS AND ARE 
OPERATING IN LIGHT MODE, WATCH 
UT FOR GRAVITIC TURRETS, WHICH “ 
CAN QUICKLY CHEW UP FLYERS. IF - 
YOUR INGUISITORS HAPPEN UPON | 
ANTLAIR BATTERIES, YOU CAN 
IMMEDIATELY SWITCH TO DARK 
MODE. THE INGUISITORS DROP TO 
THE GROUND IN A FEW SECONDS 
AND BECOME HEAVY INFANTRY, NO 
LONGER TARGETED BY 
GRAVITIC TURRETS. 


Heaper Drones and escorts harvest resources near the northwest 
corner of the Great Pyramid. 


There are Reaper Drones harvesting the 
dwellings, plus a few escort Grunts. Wipe 
them out, then turn west to find the Creation 
Core and its attendant drones. Look for a 
Gravitic Turret nearby; hammer it quickly with 
your ground troops if you're in Light Mode to 
Zm protect your 
Inquisitors. 
(If you're in 
Dark Mode, 
the Hierarchy 
anti-air 
turrets have 
nothing to 
target.) 


Hit the Creation Core and nearby drones, 


but watch out for Gravitic Turrets if you have 
| inguisitors. 


Once you clear out the are around the 
Creation Core, chances are good you've 
cleaned up what you need to complete the 
mission. If the mission doesn't end with a "You 
Are Victorious!” banner, you need to deploy 
your Inquisitors (in speedy Light Mode) around 
the map looking for Hierarchy stragglers. 


MANAGE YOUR UNITS BEFORE YOU GO. 


When you win a global game mission, you 
can take troops with you (up to the strike 
force Population Cap) when you leave the 
battlefield. After the victory message, a 
Manage Units window pops up. It displays 
all Masari troops in Sahara. The top area is 
called the “hero fleet"; it shows the troops 
still in Lord Charos's strike force, which will 
stay with him when you leave Tactical Mode. 
The bottom area, called the “unit pool,” 
shows any other units you produced (if any) 
during the mission. 


Manage Units 


i 
Bone 


The Manage Units window lets you take your best troops with you 
when you go. 


The Manage Units window lets you switch out 
units if you want. By dragging troop icons, you 
can move unit pool troops up into the hero 
fleet if you have room under the strike force's 
Population Cap (which is 7O for Lord Charos). 
You can also move troops out of your hero 
fleet down into the unit pool. When you click 
on Done, you exit Tactical Mode. All troops 
still in the unit pool are converted into global 
funds. (Sad, yes, but that's just the nature of 2. 
the military-industrial complex.) (x 


BEEF UP THE SAHARA REGION IIT GLOBAL 
MODE. 


Now you automatically switch back to Global 
Mode, where Queen Altea congratulates Lord 
Charos on a job well done. Before you move 
on, you need to build a structure in Sahara to 
consolidate Masari control of the region and 
increase your strategic capabilities. Click on 
the build icon in the center of the territory to 
see the four global structures you can choose 
from. They are: 


Energy Magnet. Each of these global 
structures boosts your global income and 
adds 250 to your maximum global cap. It can 
also serve as your Command Center in the 
territory if an enemy incursion pulls you into 
Tactical Mode. 


Key Inspiration. This is a global troop 
production facility. Its Advanced Production 
upgrades (for infantry, vehicle, and air units) 
give you the ability to produce more advanced 
, units. Keep іп mind, however, that you сап 


*4| add only one Advanced Production upgrade 


‚ per structure. The Key Inspiration serves as а 
| Command Center in tactical combat. 


| Will Processor. This is the Masari global 


С . | research center; each one you build lets you 
` | buy another suite on the Research Tree. 


* | It serves as a Command Center in Tactical 
| Mode, as well. 


" | Core Amplifier. This is the Masari 


. | megaweapon. When unleashed on an enemy 


_ | region, it 

-| wipes out 
everything 
there. Forget 
it for now; 
it's way out 
of your price 
range. 


Pick one of these four structures to build in the 
Sahara region. Go with the Key Inspiration for 
its advanced unit options. 


Tau 


Build the Key Inspiration in Sahara, then 

add the Basic Defense and Advanced 
Production Vehicle upgrades. Now you can 
add Conquerors, Figments, and powerful 
Peacebringers to Lord Charos's strike force. | 
Of course you're the decider here. If you want 
access to Seers and their detection abilities, - 
buy the Advanced Infantry upgrade. If youre | 
fond of powerful air units like the Sky Lord, 

buy that upgrade. 


CERTAIN GLOBAL STRUCTURES | 
(INCLUDING ATLATEA) HAVE 
REPAIR AS ONE OF THEIR 
STRATEGIC UPGRADE OPTIONS. 
THIS UPGRADE ALLOWS FOR 
QUICK HEALING OF DAMAGED 
TROOPS In ANY FRIENDLY 
FLEET THAT LANDS ІП THAT 
COUNTRY. STRIKE FORCE UNITS 
WILL HEAL AT ANY FRIENDLY 
GLOBAL STRUCTURE, BUT AT 
A MUCH SLOWER RATE THAN 
IF THE STRUCTURE HAS THE 
REPAIR UPGRADE. ПОТЕ ALSO 
THAT YOUR FACTION'S GLOBAL 
HO REPAIRS YOUR UNITS 
MORE QUICKLY THAN OTHER 
STRUCTURES. 


Beef up your strike force with advanced 
units. Once an Advanced Production upgrade 
is in place, you can start adding the newly 
available units to your strike force. If you 
want to clear out some basic units like 
Sentries and Disciples to make room under 
your Population Cap for advanced units like | 
Conquerors or Seers, just right-click on the | 
troop button in the hero fleet display. Every 
right-click reduces the number of that troop 
type by one unit. 


If you bought the Advanced Vehicle = 
add at least one Peacebringer to your || 
strike force. Its sheer firepower is a thing of 
beauty, particularly against sturdy Brutes and 
buildings. Add 4-5 Conquerors too, plus а pair | 
of stealthy Figments for mowing down infantry. 


анараа EE ааш шеша. Т 
POPULATION CAP 


JUST A REMINDER: EACH TROOP UNIT GENERALLY REPRESENTS MORE THAN ОПЕ 
POPULATION UNIT. A DISCIPLE COUNTS FOR 2 ІП THE POPULATION; A MIGHTY 
PEACEBRINGER COUNTS FOR 7. 50 IF YOUR POPULATION САР IS MAXED OUT 


AND YOU WANT ТП REDUCE YOUR DISCIPLE CORPS TO MAKE ROOM FORA 


ВЕЛГЕННІПБЕН, YOU MUST ELIMINATE FOUR DISCIPLES ІП ORDER TO CLEAR 


ENOUGH ROOM FOR THE BIG VEHICLE. 


м, 


| 
| 
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LAUNCH OFF INTO NORTH AFRICA. 


Once your global structure is built in Sahara, 
strategic upgrades are in place, and your 
fierce strike force is ready to roll, send 

Lord Charos on to North Africa, the last 
steppingstone before you cross the ocean to 
South America. 


CONGO BEFORE YOU LEAVE AFRICA. 
CONQUERING AND ADDING A GLOBAL 
TRUCTURE IN THE CONGO GIVES YOU 
ADDED STRATEGIC CAPABILITY AND 
UPGRADES BEFORE YOU MAKE THE 
TRANSATLANTIC JOURNEY TO SOUTH 
AMERICA. - 


TACTICAL ТОПЕ 


You know the drill by now, plus you have a 
map to guide you. This mission gets down 
and dirty fast. You have the Hierarchy's 
Africa corps seriously outgunned, so u 
your troops right in their backyard, just 
northeast of the Hierarchy Theory Са 
wade right into the maelstrom. 


Y 


As was mentioned in an earlier tip, consider 
snatching away the Congo from the Hierarchy 
before you cross the ocean. You can add 
another Key Inspiration there with another 
Advanced Production upgrade. You might 
instead want to build an Energy Magnet to 
boost your global fund cap and accumulation, 
which speeds up your work in Global Mode. 
However, it's optional: you can certainly make 
your next move directly to South America, if 
you want. 


Your Disciples will have a tough time of 

it, but if you upgraded your vehicles, your 
new Peacebringer and Conquerors will 
tear quickly through the Hierarchy Grunts 
and Brutes and Phase Tanks. Take out the 
drones and commence the easy demolition 
of the Theory Core. 


BALK TU GLOBAL MODE 


Build a Will Processor in North Africa so you 
have more research suites available going 
forward. Next, reinforce your strike force with 
8 good balance of units. 


тав 


TACTICAL ТОПЕ 


You arrive over a narrow peninsul 
northeast corner of the map. Go ahead and 
unload here. The Hierarchy base is centered 
around a Creation Core just across the 
bridge to the west, and with your advanced 
troops you should be able take it down with 
an early rush. 


Just in case the rush fails, start research 
and the rudiments of a troop-production 
base first: Citadel, Matter Engine, Skirmisher 
Portal, and a few Guardian turrets. Use a 
Disciple to capture the neutral Military Laser 
Turret at the bridgehead too. It's an excellent 
defensive structure. 


CROSS THE BRIDGE 


IF yau try a rush, get your 
troops completely across and 
off the bridge when you reach 


its west end, where the Hierarchy base 
is located. The span can be destroyed 
by gunfire; note that you can target the 
bridge when you select а unit and MOVE 
the cursor over it. Any units an the 
bridge if it collapses will be lost! 


MAP KEY 


E 


Доде may work better than Light Mode; 
f уои fake the dark approach, your research 
should reflect that. In either mode, you'll 
likely suffer heavy losses in an early rush, but 
your strike force should still have the base 
defenders outgunned. Micromanage a bit to 
keep Lord Charos out of the hottest spots 
on the battlefield. However, you can fight on 
without him, and he will regenerate back in 
your East Africa НО after the mission ends, 
win or lose. 


BALK ТО GLOBAL MODE 


When you return to Global Mode after victory, 
you learn that Prince Zessus has returned. 
He now appears on the map, and reports on 
the powerful air defenses in Central America 
blocking the route to the Purifier. He asks 

to lead a sabotage mission there, but Lord 
Charos suggests he recover first from his 
ordeal at the hand of Kamal Re’x. 


Now you can build another Key Inspiration 

in the Brazilian Highlands and add another 
Advanced Production upgrade. Go with the 
Air upgrade so you can add the mobile but 
powerful Sky Lords to your strike forces. Wi 

a few Peacebringers and some Sky Lords 
loaded aboard his hero fleet, Lord Charos can 
pummel anything he sahead. — . 


You can also select the speedy Prince Zessus 
and assign him a strike force now too, if you 
want. His population cap is only 25 and he 
has no Architects in his force, so you would 
only use Zessus for swift-strike, hit-and-run 
operations. Flying units, especially Sky Lords, 
make a good team for Zessus to lead. 


When Lord Charos has a full strike force, fly a 
him north to the Amazon Basin. 


EE AN dD) (YN 


Here's another straightforward 3 = 
, mission that сап be won with ап 
initial rush. Land near the east end 
; of the southernmost bridge (see 1 

| on the map) and start a base with S 
'| Architects. Send your full strike force : | 
«| almost due north (toward 2 on the E 

| map). The Hierarchy Abduction || 
|| Core is there, surrounded by troops 
! | and drones. 


| 3 

| Май Brutes and Phase Tanks first, but ` 

| hammer any Gravitic Turrets you find Si "т 

ғ sl (usually planted near the соге) so your Cem МАР КЕҮ 
1 
| 


Sky Lords can rule the sky. Work around the ШЕ оло MASARI TRANSPORT HERE | 


Abduction Core, eliminating drones and Glyph HIERARCHY ABDUCTION CORE 
Carvers. Finally, pound the core into wreckage. "MILITARY LASER TURRET ` — 


SLOW AND STEADY 


IF RUSH TACTICS DON'T SUIT YOU, AN ALTERNATE APPROACH 15 TO BUILD 

A PRODUCTION BASE ПП THE SOUTHERN ISLAND. PAIRS OF MILITARY LASER 
TURRETS OVERLOOK THE CENTER BRIDGE'5 ACCESS POINTS (A5 YOU CAN SEE ПП 
THE MAP). IF YOU CAPTURE THESE TURRETS, THE ISLAND BECOMES A VERY SAFE 
PLACE ТП BUILD A BASE. 


BALK TU GLOBAL ТОПЕ 


- Build a global structure on the Amazon Basin. 


- Go with another Will Processor for access 
to another research suite, plus you can 
add the Spy Systems upgrade, then take a 
peek at Central America and Guiana. (Nufai 
is in Gentral America with three times the 
Hierarchy forces than you'll see in Guiana.) 


The Queen suggests that Prince Zessus can 
infiltrate Central America and sabotage their 
defenses. The Prince's hero fleet is light and 
mobile, and can hop over the next country 
in line, Guiana, right into Central America. 
You can try this approach, or you can stick 
with Lord Charos and hit Guiana with the full 
frontal assault that he recommends. The 
latter is the easier route to take. Guiana will 
fall very quickly to a fully loaded strike force 
led by Charos. 


If you add the Spy Systems upgrade you can see the Hierarchy setup in 
other regions. Here, you see Nufai and plenty of troops stationed with 
an Origin Core in Central American. 


The Guiana map appears next in this 
walkthrough, but if you’re looking for a 
challenge, give Prince Zessus a crack at 
Central America. 


UNLOAD MASARI TRANSPORT HERE 


HIEARCHY CREATION CORE 
MILITARY LASER TURRET 


Land at the spot indicated on the map and 
simply march Lord Charos and his powerful 
strike force to the Creation Core just to the 
south. Kill the core, mop up the area, and 
all’s well. Next, replace lost units and launch 
your big force into Central America. 


TACTICAL ТОПЕ 


Here's the last mission of the global 
game part of the Masari campaign. 
Even though Nufai is here, he is not 
particularly strong in combat. If you 
have 2-3 Peacebringers and 4-5 
Sky Lords supported by a mix of 
other troops, you should handle the 
Hierarchy base just fine. Watch for 
Saucers this time; focus on them until 
the sky is clear. In the relatively tight 
quarters of the peninsula where you 
fight, you can really inflict some area 
damage with Lord Charos's Blaze of 
Glory special attack. 


2% 


МАР КЕҮ 


[28 UNLOAD MASARI TRANSPORT HERE 
» HIEARCHY ORIGIN CORE 
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BALK TU 
| GLOBAL MODE 
9 | when Nufai and the 


Origin Core fall, you 
return to Global 
Mode to get a 

final pep talk 

from Queen Altea. 
You also learn that 
all forces of Novus stand 

with you. Get ready for „2 
the final rumble 

in Anahuac. AZ 
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START: ALTEA, CHAROS, AND ZESSUS 
PURIFIER'S INITIAL LOCATION 
NOVUS BUILDS BASE HERE 

SLAVE CREATION PEN 


HIERARCHY ARRIVAL SITE STRUCTURE 
PURIFIER, SCIENCE WALKER, AND KAMAL RE'X 


WALKER START LOCATIONS 


Here's the Campaign finale, the mission where you put together all you've learned 
so far. This time you face Kamal Re'x, the Purifier, and a core force of six Hierarchy 
Walkers: two of each variety! Fortunately, you have allies in the person of Mirabel 
of Novus and General Moore (or, as Zessus calls him, "General Peasant") of the 
indigenous sentient forces. 


MISSION CHECKLIST 
4 © BUILD A BASE AND RAMP UP TROOP PRODUCTION. 


С е € PROTECT NOVUS WHILE THEY SET UP A BASE. 

€ DEFEND THE MASARI BASE AGAINST THREE WALKER ATTACKS. 
€ DESTROY THE PURIFIER. 

€ DEFEAT KAMAL REX. 


ENEMY TYPES 
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HABITAT WALKER 


i 
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SCIENCE WALKER 
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MISSION WALKTHROUGH 


ALTEA, ZESSUS AND 
CHAROS MUST SURVIVE. 


DESTROY THE HIERARCHY 
PURIFIER. 


As the mission opens, you have control of a 
good-sized Masari base, but you have some 
development to do. 


Quickly do the following: 


START YOUR FIRST RESEARCH SUITE AND BEGIN THE 

If АМСИЕМТ KNOWLEDGE UPGRADE AT YOUR KNOWLEDGE 
VAULT. WHEN THAT FINISHES, ADD THE FORBIDDEN 
KNOWLEDGE UPGRADE. 


START PUMPING OUT A MIX OF TROOPS FROM YOUR 
SKIRMISHER PORTAL, MACHINA, AND FLIGHT MACHINA. 
WHEN YOU COMPLETE THE KNOWLEDGE VAULT 
UPGRADES, PRODUCE MORE ADVANCED TROOPS LIKE 
CONQUERORS, PEACEBRINGERS, AND SKY LORDS. THE 
ENEMY HAS SIX WALKERS, SO YOU NEED SOME HEAVY 
FIREPOWER TO PUT THEM ALL DOWN. 


DIRECT YOUR ARCHITECTS TO BUILD MORE MATTER 
ENGINES AROUND THE OUTSIDE OF THE BASE AND 
UPGRADE THEM WITH MATTER SIFTERS WHEN THAT'S 
AVAILABLE. FIRST REASON: YOU NEED A STEADY 
SUPPLY OF RESOURCES FOR THIS LONG MISSION. 
SECOND REASON: MATTER ENGINES MAKE GREAT 
ANTI-WALKER WEAPONS. IF A WALKER TRAMPLES 

А MATTER ENGINE, THE STRUCTURE'S EXPLOSION 
INFLICTS SERIOUS DAMAGE. 


DIRECT ARCHITECTS TO BUILD SEVERAL MORE 

' GUARDIAN TURRETS AROUND THE BASE. PLACE AT 
LEAST ONE TURRET ON THE NORTH PERIMETER TO 
DECIMATE THE WAVES OF SLAVES THAT ATTACK FROM 
THAT DIRECTION THROUGHOUT MUCH OF THE MISSION. 
UPGRADE ALL GUARDIANS TO TWO-FACED WHEN THAT 
UPGRADE 1$ AVAILABLE. 


WHEN THEY'RE AVAILABLE, PRODUCE AT LEAST TWO 
SEERS FROM YOUR SKIRMISHER PORTAL. YOU'LL NEED 
THEM TO COUNTER THE MIND-CONTROL POWER OF 
MIND MAGNET HARDPOINTS ON THE HIERARCHY S 
SCIENCE WALKER. 


МИШ И" O 
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Soon Mirabel and General Moore arrive 
with their respective forces. Both make a 
beeline for the Purifier, but they run smack 
into enemy Science Walkers with Mind and 
Machine Magnets that can take control of 
enemy troops. Mirabel calls for a general 


PROTECT MIRABEL AND 
GENERAL MOORE WHILE 
moet ESTABLISHES A 


Yes, Queen Altea indeed suggests that you 
provide some protection for your Novus allies 
as they build their base. Soon after Novus 
gets started on construction, a thundering 
Habitat Walker descends upon their position. 
You could send them a few Masari troops 
for support, but the fact is, Novus and the 
Marines can 
take care of 
themselves 
quite well. 
Plus you have 
your own 
problems 
looming—big 
problems. 
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Your Novus allies withdraw fram their initial 
assault to prudently build a base. 


DESTROY THE ATTACKING SCIENCE 
WALKER. 


Not long after the directive to help Novus 
appears, one of the two Science Walkers 
attacks your Masari base. This one has a 
Machine Magnet hardpoint on one of its horn 
sockets, and a Mind Magnet on another. A 
Machine Magnet lets the Science Walker 
take control of up to five of your vehicles or 
robots; a Mind Magnet takes control of up 

to five organic units, such as your Disciples. 
This attacking 
Science 
Walker 
drags along 
some of the 
Novus Blade 
Troopers 

it fought in 
the battle at. 
the Purifier 
moments ago. 
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Dont go overboard with your aid to the Novus 


MENTAL 
DEFENSES 


‚ QUEEN ALTEA AND YOUR SERS HAVE | 
THE NATURAL ABILITY TO DISPEL 
THE MIND CONTROL EMANATING 
FROM MIND ‘MAGNET HARDPOINTS 
ON A SCIENCE WALKER. KEEP THEM | 
BEHIND YOUR COMBAT TROOPS 
BUT CLOSE ENOU 
"AURA" PROTECTS Yi UNITS FROM 
LITERALLY LOSING THEIR MINDS. 


Immediately target any Mind or Machine 
Magnet hardpoints to prevent losing units 

to the Walker's control, and to free up 

any units already controlled. You need to 
attack a Science Walker's horn hardpoints 

` anyway—remember, the Science Walker's 

| regenerating central shield is powered by 

| its three horn sockets. Monitor the Science 

_ Walker's central shield power Бу moving your 
| targeting cursor over its crown. You see two 
| bars: its overall health bar on top, and the 


| | blue shield bar on the bottom. Each time you 


| destroy a horn hardpoint and the underlying 
socket, you lower the central shield's 
ability to regenerate. With all three 
horn sockets destroyed, the shield 
loses 90% of its regeneration rate, 
which makes it much easier to 
destroy the core underneath. 


When the Science Walker 
finally goes down, return 
ы to your base building 
„А Ff activities. Fill up your full 
Population Cap of 90 with 
primarily advanced troops. You 
should have a good network 
of upgraded turrets, 
both Guardian and Sky 
Guardian, covering your 
base area. (Saucers 
will attack from time to 
time, so you need anti- 
air defense.) 


WALKER DEPLOYMENT 


YOU FACE A TOTAL OF SIX 
WALKERS ІП THIS MISSION, 
BUT ONLY THREE OF THEM, ОПЕ 
OF EACH KINO, COME AFTER 
YOUR MASARI BASE. ТШО 
OTHER WALKERS (ASSEMBLY 
AnD HABITAT) ATTACK THE 
NOVUS BASE, ШНЕНЕ THEY ARE 
| EXPERTLY PICKED APART HY THE 
| NOVUS ПРЕ FACTION. THE FINAL 


ОПЕ, A SCIENCE WALKER LOADED 
WITH “MAGNET” HAROPOINTS, 
<== GUARDS THE PURIFIER. 


DESTROY THE ATTACKING HABITAT АЛП 
ASSEMBLY WALKERS. 

Eventually, the Novus base is finished and that 
objective is considered to be completed. Your 
Novus allies won't leave their base en masse 
after that, although an occasional Novus unit 
will join your battles. Within minutes, two 
other Hierarchy Walkers, a Habitat and an 
Assembly, come stomping toward your base. 


QUICK 
WITHDRAWL 


USE PRINCE ZESSUS'S TELEPORT 
ABILITY TO PULL ENDANGERED 
: TROOPS OR CRITICALLY DAMAGED 
MASARI HEROES QUICKLY. OUT 
OF A WILD MELEE THAT, WOULD 
NORMALLY HAVE NO EASY ESCAPE. 


If you have a good defensive turret array in 
your base area, push your full force, including ` 
Charos, Zessus, and Altea, northeast into the 
middle of the map (see 2 on the map) then 
north up the center corridor of the ruins. 


HALT THE SLAVE WAVES АЛП DESTROY 
THE ARRIVAL SITE. 

` You may have noticed that regular waves of 
mutant Slaves come growling at your base 
at regular intervals from the north. You can 
halt these quite easily. The Hierarchy has a 
holding pen about halfway up the west side 
of the map. A lone Defiler sits there, waiting 
for a Hierarchy Troop Transport to drop off 
loads of human civilians. The Defiler irradiates 
them, turning the poor folks in Slaves, and 
they are 
released from 
the pen in a 
grisly mutated Ж 
squad. / 


DIVERSIFY 


KEEP YOUR RESEARCH GOING! IN ALL , 
THE CRAZY MULTITASKING OF THIS < 
MISSION, IT’S EASY TO FORGET THIS 
GIFT OF EXPANDED POWERS. YOU 
HAVE THE ABILITY TO PURCHASE FIVE 
SUITES OF RESEARCH. BUY ALL FOUR ^ 
OF ONE BRANCH, THEN ADD ONE 
FROM ANOTHER BRANCH. 


Halt this cruel operation by sending 

two or three Sky Lords up to the d p 
pen (see 4 on the map) and 2 ай 
unleashing their artillery оп 

the Defiler. Once the lone 

Defiler is destroyed, the 

Slave creation operation 

ceases. Fly 

the Sky Lords 

а bit east to FLAN 
destroy the 


Arrival Site 
before they 

return to your 

main force. er the ne = 


BACK TO OBJECTIVE: 
DESTROY THE HIERARCHY 
PURIFIER. 


March north up the middle corridor of 

the great ruins, wiping out any remaining 
Hierarchy troops and destroying all of the 
Spitter Turrets arrayed in the area. (Some 
are posted up on high plateaus; send a 
wing of Sky Lords to tear them apart.) 
Keep moving north toward the Purifier, the 
highlighted spot on the map. 


A fleet of Saucers and this Science Walker with Mind and Machine 
Magnets stands between you and the Purifier. 


(OBJECTIVE) Standing guard in front of the Purifier is 


the last Walker, a Science Walker with a 
Machine Magnet and two Mind Magnet 
hardpoints on its three horn sockets. It is 
accompanied by a fleet of Saucers and a 
ground force of Grunts. Bring all of your guns 
to bear on those horn socket hardpoints! Use 
all of the special attacks you have available at 
these last targets, too. 
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Turn your full fury on the Purifier once all of its escort troops are 
eliminated. 


After you've picked apart the Science Walker, 
the Saucers, the ground troops, and any 
nearby enemy turrets, turn all of your 
concentrated firepower on the Purifier. It can 
take some punishment, but offers little in the 
way of resistance. When it finally falls, you 
have just one task left to complete. 


KEEP HEROES SAFE 


Remember that your heroes 
Altea, Zessus, and Charas 
must survive; if you lose any 
one of them, you lose the mission. Keep 
ап eye on their health bars іп the lower 
teft of the screen. Pull back any one 


whose health dips inta the yellow range. 
Let him/her self-repair back ta full 
health before returning ta battle. 


DEFEAT KAMAL ВЕ'Х 


А Hierarchy transport drops off Kamal Rex 
and a contingent of ground troops back 
near the bases in the south. Some of these 
fools try to storm the Novus base and are 
decimated, but Kamal Re'x and a strong 
platoon head west toward your Masari base. 


Kä 


After the Purifier falls, Kamal Вех and the last of his invasion army 
make a final assault on your base. 


Hustle your army back south to meet this 
final threat. This is the Hierarchy's last 
stand, so press hard and hold back nothing. 
Once Kamal Re’x falls, the objective, mission, 
and campaign are completed. All that's left 
to do is watch the last cinematic as the 
story is resolved. 
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Okay, here's some value for your money, right here, folks. 


BradyGAMES had access to the Petroglyph development team during the writing process, and 
those beastly guys came through big time with a boatload of insight on how to master Universe at 
War: Earth Assault. In essence, they deconstructed their own game, giving up killer inside tips on 
how to play each faction and how to counter each unit. 


In particular, our deepest gratitude goes to Steve Copeland, the game's lead designer, and to designer 
Patrick Pannullo for their extensive contributions to this chapter. (They essentially wrote it, we're 
happy to say.) Thanks also designer Jeff Stewart for his notes on the Global Game. Finally, heartiest 
thanks to Ted Morris, Producer, for being the gracious go-between, and to Jon Sell and Cindy Chau at 
Sega of American for facilitating the whole exchange (and for a plenty of other help too). 


PLAYING THE SIDES 


In each following section, lead designer Steve Copeland provides a nice overview of how to play one faction 
against each of the other two factions, then he and Patrick Pannullo “discuss” how to counter each unit. 
Note that they don't always agree on the best tactics or counter units. That's just the beauty of democracy 
in America, people. 


Before moving on to the talk of Specific factions and their units, here are a few quick pointers on a very 
important topic. 


[usi S DE YOUR BASE 


Your base is your fountain of life. Even mobile hit-and-run tactics don't get you very far if you haven't 
established your production facilities somewhere. With that in mind, here are a few quick tips on setting 
up a defendable, even formidable base. 


Yes, it's bad to lose an important facility such as a materials center or a research center, but when your 
base is under heavy assault, the last thing you want to lose is your unit production capability. You need a 

. Steady supply of troops to repel the enemy. So when you initially build your base, nest your infantry, vehicle, 
and aircraft production facilities inside a ring of other buildings. 


It may seem counterintuitive to leave your tactical command center more vulnerable than your unit 
production facilities, but it's actually a good move. A command center generally has a huge amount of HP, 
so it can absorb punishment. Meanwhile, your troop-production structures can keep pumping out the units 
you need to counter the invasion. Once the enemy attack wave is finally broken, you'll most likely have time 
to repair the command center and other damaged facilities. 


You can set the exact spot where all new units from a troop production structure automatically gather 

or “rally.” Just select the structure—for example, a Novus Robotic Assembly—then right-click on the Spot 
where you want your Ohm Robots or Blade Troopers to gather. (When you click, you see the spot marked 
with a flag.) Use this "rally point" feature to automatically deploy new troops to trouble spots. 


Example: Set rally points in spots where the enemy is likely to pass through when approaching your base. 
Examine the terrain and identify obvious choke points or bottlenecks. Set rally points in them for your 
infantry, vehicle, and air combat units. Remember to group units into mixed-type forces for flexibility. 


Don't set your rally points too far away from the base. If the enemy finds an alternate route into your 
backyard, or air units bypass your ground forces, or phased-out units slip into the heart of your base, or a 
surprisingly powerful enemy assault overwhelms your base defense from one direction, well,then you may 
need to pull back extra troops quickly from the base perimeters to engage the raiders. If your rally points 
are too far away, the distance may cost you. 
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Keep a close eye on your base structures and key units during every engagement. If the enemy seems 
to be pounding on a particular facility, run your cursor over it to check its health from time to time. If its 
health bar is dropping quickly, immediately task a repair unit (Constructor, Architect, or Saucer in Repair 
mode, depending on your faction) to start healing it. Do this right in the heat of battle if necessary. Losing 
a structure is always costly, both in terms of resources and time lost, so timely repair work can be crucial 


st Hierarchy, you need to use “map control;" namely, the Novus Flow network. 


t they're also deadly slow. They can't get around. So go with the Flow. Be where your 
, except for those crucial hit and run moments. Find isolated enemy units, stragglers, undefended 
. Double-click a squad along the conduit towers, hit hard and fast, then withdraw before the 
Hierarchy knows what hit it. 


If you can find a glyph and kill it (and better yet, its Glyph Carver too) before the summoned item is 
dropped from the Hierarchy's orbital fleet, it can be a devastating blow to your alien foe. Harass their 
Reaper Drones to cripple their economy. 


Don't be afraid to quickly sell off your Novus base structures if you see a Walker stomping towards it; you 
can start up again elsewhere on the map. Just don't forget to flow those base units away first. Always 
have backup base expansions built at far-flung corners of your Flow network, and only battle on your 
terms. Discretion truly is the better part of valor, especially for swift but relatively light Novus units and 
heroes. 


If а Hierarchy player neglects to build support units for his/her Walkers, your Novus Amplifiers and their 
long-range Sonic Resonator beams will have no trouble hacking apart a Walker with little risk. Do some 
reconnaissance and see how your foe's Walkers are configured, then build units that will win the match- 
up. Example: If you see Arc Turrets, don't attack with flyers, but if there's no Arc Turret on an enemy 
Walker, your air fleet can have a field day hovering with impunity and hitting hardpoint after hardpoint. 


Also, use your Command Center structure defensively, since Walkers can't trample it like they can other 
buildings. Build your first Flow Generator behind this building to make it harder to reach. Walkers are 
especially susceptible to Viral Contagion, so you should routinely research this and use Corruptors to 
deploy it on Walkers. 


МЕВБЫБ-МАБАВІ — — —  — —————— 


Against Masari, again, map control is key. Masari must spread out to safely install Matter Engines, but 
they're not as mobile as you are and wont be able to control the map as easily. Use Matter Engine chain 
reactions to your advantage. Often it's better to blow one up if he has units or structures nearby, than 
attacking the units themselves—just don't get caught in the blast. 


Use The Founder for hit-and-run or quick flanking tactics. His speed and quick-hitting power in 
Performance mode makes him the perfect unit to lead quick strikes behind enemy lines. Send out a 
Corruptor scout to look for routes to lightly defended bases or resource-gathering operations. When you 
spot a juicy target, rush in The Founder and a squadron of speedy Dervishes or Blade Troopers (or better 
yet, a combo of the two) to wreak havoc. 


You can also slip The Founder around a flank, drop him in near the enemy's main base, and transform 
him into а super-conduit by activating his Signal Tap ability. Now you can tap the Novus network and start 
flowing assault troops right into your foe's backyard. It's a great way to surprise opponents with attacks 
from unexpected directions; you don't need to risk Constructors by building out the actual Novus network 
through hostile enemy territory. If things get hairy at the enemy base, just pull back the assault troops t« 
The Founder, flow them back to safety, deactivate Signal Tap, and rush your speedy hero to safe ground 


| | ADW To COUMTER MOVUS Ue 


Here's a quick look at how to deploy the Novus side, followed by a discussion of the best counter 
techniques and units for each Novus unit, all courtesy of lead designer Steve Copeland (SC) and designer 
Patrick Pannullo (PP). 


& HIERARCHY COUNTER 
‚ SC: Saucers. Don't forget to anticipate where the Founder might run, so you 
can get in those last few attacks to finish him. 


PP: Pretty much anything with range can kill The Founder—Phase Tanks 
work very well. Saucers are also effective, especially when the Founder 
attempts to run away. 


MASARI COUNTER 

SC: Skylords. Try to anticipate where the Founder might flee as his health 
degrades. Don't let him escape and replenish. Also, research Light Matter 
Branch, Suite 1 to get “Burning Brilliance” so your buildings bleed off excess 
Light Matter and burn nearby enemies. That dramatically shortens the duration 
that Viktor and the Founder can endure. 


_ PP: Figments are good early game harassment units, and later Conquerors work 
well. Also, Dark Mode attacks are very useful for slowing down the Founder’s movement. 


MIRABEL/VIKTOR 


HIERARCHY COUNTER 
SC: Hierarchy Phase Tanks can keep up the attack quite well. 


PP: The Lost One's Plasma Bombs work well if you can manage it. Otherwise, a good group of Grunts 
with the Plasma Grenade upgrade can hit Mirabel very effectively. 


MASARI COUNTER 
: As Masari, again, don't forget to research “Burning Brilliance” so your buildings burn nearby enemies. 
That can degrade Viktor and the Founder significantly. 


PP: Multiple Disciples in Dark Mode can take Mirabel down quickly, but you need to stay away from 
her rocket barrage. Late game, a Peacebringer or two in Dark Mode can actually survive Mirabel's 
devastating Sniper Attack hit and then destroy her. 


VERHGO  —  — —  —— a amam — —— 
HIERARCHY COUNTER : 
SC: Your anti-air Gravitic Turrets with the Manipulator upgrade are Vertigo's worst enemy. 


PP: In your base, upgraded Gravitic Manipulator Turrets work very well, especially in pairs. Out in the field, 
Nufai can pull Vertigo out of the air with his Tendrils special ability, and with a little help from support ` | 
units can destroy him easily. S 
MASARI COUNTER 

SC: Use Sky Guardian anti-air turrets. 


PP: In your base, deploy Light-Mode Sky Guardian Turrets, amplified with Architects if possible. In the 
field, mass Disciples or Peacebringers will work; Dark Mode is preferred due to Vertigo's amazing speed. 


HIERARCHY COUNTER 
SC: These light units can be crushed by almost anything bigger than they are. Run ‘em over! ` 


PP: Any area effect weapon can make short work of massed Ohms. Defiler blasts and its Bleed special 
attack work well unless the Novus player has activated the Radiation Shielding patch. In that case, use 


ЖЕ. 


crushing when possible (most Hierarchy units can crush Ohm Robots) or attack with Grunts and their 
wicked plasma shotguns. You may need to micromanage Grunts so that the Ohms dont "out-range" 
them, though. 


MASARI COUNTER 
SC: These light units can be crushed by almost anything bigger than they are. Run 'em over! 


PP: Most Masari vehicles can crush Ohms (only the Sentry and Figment cant). Disciples in Dark Mode 
also work well. Figment guns and Mines will take down Ohms well unless the Ohms are in huge numbers. 


BLADE TROOPER 


SC: In all situations, attack the "real" Blade Troopers first. These tend to mass with their Duplicate ability, 
so anything with an area of effect will punish them efficiently. 


HIERARCHY COUNTER 


PP: Blade Troopers can't hit aircraft, so Saucers and Monoliths work best. 


MASARI COUNTER 
PP: Inquisitors can make short work of Blade Troopers as long as you are in Light Mode. 


НА6КЕВ ЕЕЕ 
EE 
SC: Anything works well against Hackers; just attack them quickly before they can do their job. 


HIERARCHY COUNTER 

PP: Grunts, Lost Ones, or Brutes work best; any other unit can be locked down by the Hacker. 
Remember that a Hacker's turret control is considered a mind control effect. Units that remove mind 
control will free turrets as well. 


MASARI COUNTER 
PP: Disciples are your best bet. If you back them up with Seers (or Gueen Altea) to negate mind control, 
the Hacker's best abilities are nullified. 


АЕ —— 


SC: Any larger tank will tear these apart. 


HIERARCHY COUNTER 

PP: Phase Tanks work very well against Variants. Most infantry fall quickly to Variants, but if you protect 
grenade-wielding Grunts with Kamal's Forcefield special ability, you have dead Variants. Saucers are also a 
very effective counter. 


MASARI COUNTER 

PP: Conquerors take Variants out pretty quickly, and since Light Mode shots do area-of-effect damage, 
they work well against massed Variants as well. Inquisitors are also effective since they can keep up with 
Variant movement and Variants can’t attack aircraft. 
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HIERARCHY COUNTER 
SC: The Assembly Walker's panel socket hardpoint, the Beam 
P Cannon, vaporizes Antimatter Tanks trivially and maliciously. 


PP: If you are really good at micromanagement, you сап use a 
pack of Phase Tanks. Most players using Antimatter Tanks 
will target one enemy unit at a time. Antimatter shots 
, are glowing spheres that first stick to the target 
before detonating in a delayed explosion. So just 
efore the antimatter shots explode on your targeted 
hase Tank, phase it out—remember, a phased-out 
Г unit can’t be damaged. Meanwhile continue firing оп. 
Ё the Antimatter Tank with your other Phase Tanks. 
Grunts with plasma grenades are also very effective, 
as are Saucers. 


MASARI COUNTER 
SC: Air units, especially Sky Lords, are a nice counter. 


PP: Dark Matter Armor melts pretty quickly under antimatter fire, so it is best to stay in Light Mode for 
the extra damage and kill them quickly. Disciples work well since antimatter doesn't damage infantry as 
well as it does vehicles. Inquisitors in Light Mode are also pretty effective. 


AMPEIEHER =m Vi Li Fi ER 
HIERARCHY COUNTER 


SC: Upgrade your Walkers with Range Enhancer hardpoints to stand toe-to-toe with Amplifiers. Air unit 
attacks also work well. 


PP: Amplifiers are not very effective against organics; any infantry unit or hero (except for Orlok) work 
well. Bring a mixed group just in case the Novus player has researched all the way to Flow Branch, Suite 


4 ("Cascade Resonance") to gain multi-shot Amplifiers. Each of these enhanced Amplifiers can hit multiple 
targets, but the targets must all be the same type. 


- MASARI COUNTER 
SC: Masari air units can terrorize Amplifiers. 


’ РР: Disciples work well, too. Lord Charos can chop up an Amplifier pretty quickly, especially if you sacrifice 
8 vehicle to it first; while it attacks your vehicle, Charos can move in to maul the immobile Amplifier. 


SC: If you encounter a Field Inverter in its shield mode, give your attackers orders to move inside the 
shield. 


! HIERARCHY COUNTER 


, PP: Field Inverters are poor against infantry (Grunts, Lost Ones) but. they can also trample infantry so you 
| must be careful and keep your distance. Note that concentrated fire on the shield version can destroy the 
Inverter since the damage, though reduced, is still applied to the unit, unless the unit has been upgraded 

via "Improved Manipulation" (Computing Branch, Suite 3) to redirect incoming projectiles. 


MASARI COUNTER 


PP: Disciples do the job as long as you keep them out from under the Inverter's feet. Late game, 


-Peacebringers are good but don't bunch up, since the Field Inverter's гай-дип shots damage multiple units 
in a line. ; 


1 SORRUBTOR — — — — ——— — uaaa æ æ 
SC: Corruptors inflict weak damage, but don't underestimate them. Wipe off any virus transmitted by a 


Corruptor using your Detection Drone's Scan Pulse if you're Hierarchy, your Hacker if you're Novus, or 


your Seer or Gueen Altea if you're playing Masari. Another option is to quickly isolate the unit that was 
infected. : 


HIERARCHY COUNTER 


PP: Gravitic Manipulators (upgraded or not) make short work of Corruptors. Saucers also destroy - о о 


them easily. Hot-key your Detection Drone since its Scan Pulse is the best way to clean out Corruptoi 
transmitted viruses. : 


MASARI COUNTER 


PP: Disciples and Inquisitors work well against Corruptors, as do your Sky Guardian turrets. Seers or Altea 
can clean the expected viruses from units, though if you use Disciples that won't be a problem. (Organic 
units are immune to computer viruses.) 


HIERARCHY COUNTER 
SC: Often, it takes large arrays of anti-air turrets to deal with these. Use Gravitic Turrets or outfit 
Walkers with Arc Turret hardpoints. 2 


PP: Saucers can out-damage Dervishes in a head-to-head exchange if you can keep up with them (have at 
least one Saucer working in Repair mode). Either Gravitic Turrets upgraded with Manipulators or Nufai's 


Tendrils ability will pull Dervishes to the ground, allowing other units to attack them. 


MASARI COUNTER | 
SC: ky Guardians in place around your key facilities. Peacebringers can hit them hard too. 


facing one or two Dervishes, just use Disciples or Inquisitors. If facing massed squadrons, try 
back to a base containing at least two Architect-enhanced Sky Guardians in Dark Mode. 


П PLAY THE HIERARCHY 
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Novus can be challenging. If your opponent is playing well, you'll most likely need support 
ent your Walker(s). Dollar for dollar, Grunts generally win any battle against other 
infantry over structures that can be captured. Using Phase Tanks, you can even give Novus 
ab r own “hit and run" medicine. Phase out your tanks if you see any area-of-effect attacks coming 


or if you need to get past Novus base defenses. 


Brutes are beastly good against Redirection Turrets, but it’s often easier to just decapitate their Flow 
network—without it, none of the base structures work. To do this, kill the Flow Generators and keep the 
pressure on their Constructors. If they abandon their main base, you will need some good intelligence/ 
reconnaissance to find their expansions efficiently. For that, nothing beats three Visual Optimizers on 
the horn sockets of a Science Walker. This opens up the entire map, letting you easily spot Novus base 
expansion. 


YE2SUS VASA EE 
Against Masari, your Walkers should not step on any Matter Engines. Scout ahead and use Range | 
Enhancer hardpoints оп your Walker to destroy the highly explosive Matter Engines from а safe distance. 


Walkers are slow, but they take a while to stop, so issue an appropriate order or hit the [X] (Stop) key 
soon enough. 


If your Walkers can safely traverse the Matter Engine minefield and make it into the Masari base, 
stomp the Knowledge Vault above all else. If that doesn't survive your assault, your Masari opponent will 
be recovering for a long while. Note that you can't crush Peacebringers with Walkers, so dont waste 
precious Walker steps attempting that. 


Kamal's Abduct special ability is very powerful but slow—it сап be hard to get it to trigger before the 
enemy has moved. Against some of the slower Masari vehicles, however, it can be extremely effective. 


ШЕЛІ) уйу COUMTER ЛЛАР PS 


This section begins with a look at the Hierarchy's biggest asset, the Walker. Steve Copeland (SC) opens 
the discussion with some general notes on Walkers, then Steve and Pat Pannullo (PP) break down each 
specific Walker type. 


SC: All Walkers are most vulnerable when they've been summoned by the Glyph Carver but haven't yet 
arrived. Attack any glyph you see before the Walker can drop. Also, empty sockets are rather vulnerable 
and, once destroyed, cannot be repaired. Pop one to prevent anything from ever being built there. 


There aren't many general statements you can make about how to take out a specific Walker type, 
since almost everything is conditional—you must look at how the Walker is configured before you start 
picking targets. Focus first on the hardpoints to which you have the most vulnerability. Amplifiers, Phase 
Tanks, and Skylords are good to pack a punch at range. In general, take out the legs to slow down the 
Walker and take out the crown to kill the Walker. Even melee units can attack Walker legs; just don't 
get stepped on. 


SC: This one is nasty because it has potentially the most hardpoints to destroy before being killed: 2 horn 
hardpoints, 2 horn sockets, 2 core shields, 1 central hardpoint, 1 central socket, and 1 core. You must 
start working on it early before it gets to your base. - 


PP: Destroy an Assembly Walker by taking out the cooling units and central core located beneath the 


arms and face plate. Depending on what the Hierarchy player has built there and on the other hardpoints, 
concentrated fire by heavy hitting (or long-range) units is best. 


For Novus, this usually means either Dervishes (assuming the Hierarchy player didn't build Arc Turrets) or 
a mix of Field Inverters and Amplifiers. (Amplifiers are especially effective after researching the Cascade 
Resonance upgrade because then you can hit multiple hardpoints at once). 


For Masari, Peacebringers work well, but sometimes lack the maneuverability needed. Conquerors are 


also very good, and Sky Lords (Light Mode only) are great if your opponent has no Arc Turrets or other 
anti-air forces. 


It's generally best to concentrate on the Assembly Walker’s arms first; most players seem to like putting 
weaponry on the arms and using the crown for modifier hardpoints, then strip off all three crown sockets 
to the cores before destroying the cores themselves. If you do this, then even if your forces fail to 
completely knock out the Walker this time, you've made it unusable for anything other than crushing. Once 
the two cooling units and the core are gone, the Assembly Walker falls 4 


SC: Since this Walker сап come out first, you may not have high tech units 
to combat it yet. In the early going, try to hit it from multiple directions to keep 
the Walker crown busy swiveling to attack whatever its current target is. 


PP: Habitat Walkers are fairly straightforward—you must destroy two 
- of the four coolant nodes beneath its crown sockets. The tactics 
for the Assembly Walker work here also, except that it's generally 
best to destroy a hardpoint including the core before moving to 

‚ the next one. This Walker's turret rotation behavior means 
that it doesn't matter which two you hit, you only need 
two, so destroying one before moving on means that 
if your overall attack fails, the Walker is 5096 more 
vulnerable than it was. 


TAKING DOWN A SCIENCE 


SC: If you have significant firepower at your 
4^ . | disposal, skip all the hardpoints and shield 
ei generators and go straight for the core under its “head.” 

^ | You'll overwhelm the shield generators and kill the Walker faster. 


PP: Science Walkers have less weaponry than the others, but they are very versatile, so 
you never know what you're going to go up against without scouting. If you face a Walker 
with Magnet hardpoints (accessed via the Ніегагсһуѕ Quantum Branch, Suite 4), flood the 
area with units to "choke" the mind control; each Mind or Machine Magnet can control only 
three of your units, so if you bring a swarm you still have units to fight with. 


Novus Collectors are excellent for this versus Machine Magnets. Just select your Recycling 

Center and set their waypoints underneath the Science Walker; your Collectors fly there and choke up the 
Machine Magnets. Novus is also immune to the Mind Magnet (since it only affects organic units) so in 
multiplayer games with all three factions you will have an easier time swarming a "Magnet Walker." 


ua 


The Masari side has a harder time with mind control, so their best bet isn't swarming, it's a good unit 
mix. Gueen Altea blocks mind control effects in a radius, so bringing her along to support an attack force 
is best. Masari Seers have a similar aura, though with a smaller radius. 


For Science Walkers with three Visual Optimizers on the horn sockets revealing the entire map (available 
after researching Assault Branch, Suite 3), you only have to worry about the Walker's default plasma 
cannons. Remember that destroying any one of the three horn socket hardpoints or the Detection Drone 
will turn off this Walker's map-wide fog of war reveal. The story is similar for a Radiation Cascade Science 
Walker (Mutagen Branch, Suite 4); destroying any of the three Cascade Reactors on the horn sockets will 
disable the cascade weapon. 


15L 


The Science Walker's central shield is regenerative; this is powered by its three horn sockets. 
Each horn socket you destroy lowers the central shield's ability to regenerate. With all three 
crown sockets destroyed, the shield loses 9096 of its regeneration rate, which makes it much 
easier to destroy the core underneath. Also remember that destroying even one crown socket 
means that Hierarchy specials like Radiation Cascade or Visual Optimizer that require three horn 
hardpoints (and thus all three horn sockets intact) are thwarted. 


That's not to say that you can't destroy the core and ignore the crown points—you can, but it 
requires a massive amount of firepower to overcome the regeneration. To do this, you need units 
with fast-firing, hard-hitting damage, or something that does damage over time with a quick rate. 
Peacebringers are great for Masari, while Novus does well with multiple Amplifiers. Destroying 
the core destroys the Science Walker, no matter how many other sockets or hardpoints are still 
intact. 


KAMALERE W- 
TUMTEIPEL-FSEL-7E—— ————————————————— 
SC: Number one rule is to keep units spread out to suffer less from his Abduct ability. 


NOVUS COUNTER 
PP: A squad of Blade Troopers can take him down in a wild melee. 


MASARI COUNTER | 
PP: Lord Charos can out-duel Kamal. Figments are effective too, but you must micromanage their | 
positions to keep them out of the line of fire. | 


2BLEOIKC— ————————————————————————— 
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SC: Orlok's anti-air defense is weak and he moves slowly. Use air units and fast movers to harass 
him. 


NOVUS COUNTER 
PP: Amplifiers can really wear down Orlok. If he switches to his Endure mode, use Mirabel's 
rocket barrage to punch through his hardened armor. 


MASARI COUNTER 
PP: Orlok doesn't do well against infantry, so unleash a fire team of Disciples on him. Either 
Masari mode, Dark or Light, works as long as you keep your Disciples out from under his feet. 


мєЕ———————————=————=———=——=— 
SC: Most heroes can punish Nufai fairly readily. He's not a tough infighter, but he can be tricky. 


NOVUS COUNTER 
PP: A good old-fashioned infantry assault of Ohm Bots and Blade Troopers can 
eviscerate Nufai, but send them in split waves so that they don't get hit all at 
once by Nufai's Paranoia special attack. 


MASARI COUNTER 

PP: Deploy Disciples with at least one Seer mixed in to keep Paranoia 
dispelled. You may need to micromanage Disciples away from Nufai's 
claws, but in Light Mode range their range easily exceeds his. 


LOSTI-OME—— —————————————À 


SC: Use a de-phasing ability (a Sentry loaded with a Seer, a Hacker's 
Purge Systems ability, a Detection Drone's Scan Pulse ability) when 

-phased-out Lost Ones are passing through your structures to yank 
them unpleasantly back into this dimension. 


NOVUS COUNTER 
PP: Best counter: Variants backed up by a Hacker. The Variants will chew up Lost Ones, and if 
they phase out, use the Hacker's Purge Systems to de-phase them. 


MASARI COUNTER 

PP: Load a Seer into a Sentry. This will de-phase anything in a radius around the Sentry, and the Sentry 
can kill the Lost One. Dark Mode has the added bonus of slowing down the Lost One's movement rate, 
making him easier to catch. 


GRUNTE ———— Аж 


NOVUS COUNTER 
SC: With careful management, Ohm Bots out-range Grunts and thus can inflict damage without suffering 
any in return. 


PP: Agreed. Ohm Robots work well if you can micromanage them; Ohms have longer range than Grunts, 
but they die easily if you let the Grunts get close. Mirabel's rocket barrage works well if you have Grunts in 
packed groups. Blade Troopers also work well, since they are more resistant to Grunt weapons. 


MASARI COUNTER 
SC: Disciples out-range Grunts with careful management. 


PP: In your base, Architect-boosted Guardian turrets will chew Grunts up. Elsewhere, use Light-mode 


. Inquisitors 


NOVUS COUNTER 
PP: Blade Troopers work very well against Brutes—in fact, they were designed 
for the task. 


MASARI COUNTER 
SC: Architect-boosted Guardians in Light Mode will rip Brutes to 
pieces. 


PP: Inquisitors and Sky Lords (in Light Mode) are both completely 
immune to Brute attacks and do very nice damage to them. 


PHASE-TANK — — — —————— — — ——— 


SC: Any air unit can pound on Phase Tanks and go unscathed. 


NOVUS COUNTER 
PP: If the Phase Tanks attack in singles or small packs, Antimatter 
Tanks counter well. If the Phase Tanks come in larger numbers, use 
Dervish packs to counter. It also helps to have a Hacker around 
to short out their phasing should it be needed, but since Phase 
Tanks can crush Hackers you must be careful. 


MASARI COUNTER 
PP: Have a Seer-loaded Sentry available to de-phase the 
tanks if needed; Gueen Altea works as well. Conquerors can 
make short work of Phase Tanks but will take return fire. Late game, 
Peacebringers in Dark Mode will make mincemeat of Phase Tanks. 


ВЕНЕ 


NOVUS COUNTER 
SC: Anything inorganic does well against these. As Novus, dont forget to activate your Radiation Shielding 


patch. 

PP: Antimatter Tanks treat Defilers quite rudely, especially in groups of three or more. Field Inverters 
work well too. As Steve mentioned, use the Radiation Shielding patch, which will greatly decrease the 
Defiler's damage output. 


MASARI COUNTER 

PP: Conquerors absolutely waste Defilers. Change to Dark Mode for the battle; Dark Matter Armor is 
resistant to Radiation. Using your Masari infantry is not recommended since you run the risk of giving the 
enemy free troops (in the form of mutant Slaves). 


МӨЛМӨНІН------------- г 


SC: Any anti-air turret makes short work of these. 


NOVUS COUNTER 

PP: The Monolith is vulnerable to aircraft, so Dervishes are recommended, but even a small group of Ohm 
Robots can take one out. Unfortunately de-phasing a Monolith is difficult, but while it's phased it cant fire, 
at least. 


MASARI COUNTER 
PP: Disciples in Light Mode can quickly knock down a Monolith, but your best bet is to keep Sky Guardian 
turrets around your important assets. 


SgGAUGER———————————— ———————————————————————— 


NOVUS COUNTER 
SC: Field Inverters work great against Saucers. 


PP: Each location in your base must be covered by at least two Redirection turrets. Mixed groups of Ohm 
Robots and Dervishes can nail Saucers too. 


MASARI COUNTER 
SC: Peacebringers work great against Saucers. 


PP: If you're facing only 1-3 Saucers, Disciples can easily handle them. (Saucers and their plasma foo 
fighters don't do well against organic targets.) If Saucers attack in larger squadrons, lure them back 

to Sky Guardian turrets in Dark Mode; these will take Saucers out rapidly, especially if the turrets are 
Architect-boosted. Late Game, Peacebringers in Dark Mode work well, as the Saucer's foo fighters have 
trouble eating through Dark Matter Armor. 
BEAPEH-DHOME————————————————————————————————— | 
SC: Anything works well against Hierarchy drones so they're great harassment targets. Just keep the | 
pressure on to cripple your foe's economy and technology. 


NOVUS COUNTER 
PP: Don't use Novus infantry against Reapers. Stick to vehicle and aerial attacks, especially in groups of 
three or more. 


MASARI COUNTER 
PP: Conqueror packs of 2-3 can take out Reapers very quickly. It can also be done with Disciples in Light 
Mode as long as you keep them out of the Reaper's beam range. 


DETECTION- DRONE ———————————————————————————— 


SC: Again, anything works well on Hierarchy drones so they're great harassment targets. Just keep the 
pressure on to cripple their economy and technology. 


NOVUS COUNTER 

PP: This is a very important target, and smart Hierarchy players almost always keep their Detection 
Drones hidden well behind enemy lines. If you can manage it, a Dervish strike force (3-5 Dervishes) should 
make quick work of the drone unless the enemy has anti-air defenses in place (which is likely). If he does, 
hit the area first with your EMP Destabilizer to temporarily knock out the turrets. 


MASARI COUNTER 

PP: Early game, a nice group of Figments is a good plan; sneak into the base, plant mines all around the 
Drone, then shoot. Late game, Sky Lords work well; if the enemy has anti-air turrets in place, fly in then | 
quickly switch to Dark Mode. Knock out the drone, walk out of range, then switch back to Light Mode ` | 
to fly away. 1 SA 


TU PLAY THE MASARI 


ick look at how to deploy the Masari side, followed by the best counter techniques and units for 
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AB st Novus, research Light Branch, Suite 1 to get the Burning Brilliance structure ability; this really 
helps in defending against any harassing units. The burning effect tears through lighter-weight Novus units 
and even prevents Novus heroes from sticking around too long. 


Your Figment's Disruption Mines (available in Dark Mode) are excellent at stopping Novus hit-and-run 
tactics in their tracks. Be ready to punish whoever gets caught in your traps because getting shots at a 
stationary Novus unit is a rare opportunity. 


Any kind of area-of-effect damage severely punishes Novus's generally lighter units, so use these 
frequently. If you're fast, here's a few fun tricks: if your Novus opponent tries to hit your base with a 


miniature black hole, use Gueen Altea's Peace ability to undo it or, better yet, use Zessus to teleport it 
back to the enemy! 


Ee 


_ The Masari really need to use their Matter Engines effectively to create obstacles for Walkers. Good placement 
| of these with defensive turrets will help you survive. Peacebringers are the only vehicles (other than Walkers) 

_ that can crush Grunts, so don't be afraid to drive happily through a Grunt battalion; they may not be used to 

` dodging vehicles. 

Always carefully consider what your Architects are doing; they can speed up almost any process. They can 

| speed base building, resource gathering, and unit production, as well as strengthen your defensive structures. 

_ Make sure to assign Architects to the right kind of turret for the kind of siege you're enduring. Never 

, underestimate the power of a Seer to protect against Mind and Machine Magnets on a Science Walker. 


HOLY TA COUNTER MATAR "MUT 


SC: She may be holding out with her Peace ability until she sees you trying to use a big attack. You can 
eventually win this waiting game because she has no basic attack. 


NOVUS COUNTER 


PP: Your best bet is Blade Troopers; her Peace ability doesn't work on melee units, and Unmake doesn't 
move with her. 


HIERARCHY COUNTER 


PP: Grunts or Brutes work well; melee over ranged is best. 


SC: Zessus can't take too much damage, but dont let this guy get in close. He may use his Explode ability 
or teleport your units into a nasty crossfire across the map. 


NOVUS COUNTER 

PP: Zessus is very hard to pin down. Your best bet is quick-shooting, hard hitting units such as Mirabel (her 
rockets work quite well). Unfortunately, if Zessus decides to teleport, there is not much you can do about it. 
HIERARCHY COUNTER 

PP: Area effect attacks and melee attacks like the Brute’s “Death from Above” work well; so do Defiler 


blasts. Nufai can also do some damage and keep up with Zessus’ movement speed. Again, if Zessus 
teleports, there’s not much you can do except try to find him quickly before his Teleport recharges. 


SC: Anything with speed will outmaneuver this guy. Try to get him to waste his powerful abilities on fodder 
troops like Lost Ones or Ohm Robots, then bring in the real attack. 


NOVUS COUNTER 

PP: A Dervish swarm is best here. Charos is a melee unit; only his Dark Vortex special attack can affect 
Dervishes and you can generally move out of the way before it grabs them. Other long-range weapons such as 
Field Inverters help since they can stay out of melee range. 


HIERARCHY COUNTER 

PP: Lord Charos is tough, but slow-moving. Guick, fast-firing units work very well. Lost Ones are especially 
useful because if Charos uses his Dark Vortex ability you can phase them out and stay unaffected. Saucers 
can also work very well. 


BSE — —————————————————————————————————— 


NOVUS COUNTER 
SC: Blade Troopers can get in quickly and make short work of these guys. 


PP: Use Variants or Blade Troopers. Disciples shoot slowly and their shots do not track. Variants (if 
micromanaged) can avoid Disciple shots, while Blade Trooper melee attacks do very nice damage. 


HIERARCHY COUNTER 
SC: Brutes are very effective against Disciples. 


PP: Grunt melee attacks do nice damage. Brutes also can crush and pound Disciples easily. A good Brute 
“Death From Above" attack is very deadly against massed Disciples. 


SEER———— ——————————————————————————————————— | 
SC: Easy to kill, but easy to forget about as well. Pick off Seers whenever you can to prevent their use of Sight 
Link ability and to prevent the Masari from having counters to your mind control or virus. 


NOVUS COUNTER 

PP: Seers have no weapons; you must just find them. Unless the Masari player has researched down the 
Balance Branch to Suite 4, Seers cannot stealth themselves, and their Sight Link ability puts a large icon 
over your sight-linked unit. Move that unit out of sensitive areas or use it against the Masari player as a feint 
attack. In any case, once found, Seers fall fairly quickly to any kind of attack. 


HIERARCHY COUNTER 

PP: Again, move a sight-linked target away from sensitive areas, or use it to stage a fake attack. If the Masari 
player has Burning Brilliance researched (Light Matter Branch, Suite 1), move the linked target away. If one of 
your structures is linked, it means the Seer is near your base—hunt it down. 


SC: Sentries are also easy to destroy, but these complementary units provide nasty buffs depending on which 
type of Masari unit is aboard. Pick these off quickly if you can. 


NOVUS COUNTER 

PP: Sentries are relatively vulnerable to most heavy vehicle fire, and they cant fire on aircraft, so Field 
Inverters or Dervishes are good counter units. Sentries in Light Mode can hit Redirection Turrets with without 
fear of being redirected, so protect your towers. Remember that when loaded Sentries are destroyed, they 

- або lose their passenger—you kill two units for the price of one. If you see a Sentry іп a group of other units, 
it is likely carrying an Architect, turning it into a mobile repair vehicle that heals in a radius. Eliminate it first. 


| HIERARCHY COUNTER 
PP: Grunts, Phase Tanks, and Saucers all work well against Sentries. 


GONGUEHOHR———————————————————————————————————— 


SC: Masari's medium tank can be a pain, especially with its abilities and because these can come out of the 
Masari Machina fairly early. Base defenses are key to surviving a Conqueror rush. 


 .NOVUS COUNTER 
_ РР: Grouping Dervish jets with а few Corruptors for virus application is an effective counter. Avoid infantry 
vehicle use if possible—Conquerors can crush infantry, and are very hard to kill with vehicles. 


HIERARCHY COUNTER 
PP: Saucers work well. The Brute's "Regeneration" ability is a nice match to the Conqueror's slow fire 
rate—the Brute simply heals up before the Conqueror fires again. 


FIGMEMT ——————============================= 


SC: Use Corruptors or Detection Drones to discover where Figment mines are being laid. If you do 
encounter a Figment in combat, it won't survive long, but watch out for dropped mines in mid-battle. 


NOVUS COUNTER 

PP: As with all stealth units, finding Figments is the hard part. Using stealth detection patches and 
Corruptor scouting is one way. Beware their mines—mines are visible for a few seconds after being 
dropped, and catching this glimpse can clue you in to where the stealthed Figment is. Once found, 
Figments fall easily to turret or vehicle fire of any kind. 


HIERARCHY COUNTER 

PP: Watch for the mines dropping. If you see or run into a mine, quickly use your Detection Drone to see 
if the Figment is still in the area. Once found, Figments fall fast to Phase Tanks, Brutes and Grunts with : 
grenades. | 


РЕАБЕВЕНІБЕН---------------------------------- 


SC: The only vehicle that Walkers can't crush, the heavy and lethal Peacebringer requires raw firepower 
_ to destroy. Try to outrange it with Amplifiers or Walkers. Also, Peacebringers аге relatively easy to hit with 


4  superweapons because they move so slowly. 


_ NOVUS COUNTER 


’ PP: Novus units have speed over the Peacebringers. Use this advantage. Groups of Antimatter Tanks 


` attacking from behind can shoot at it while the Peacebringer has to rotate. Not being in front also means 
you can avoid the Peacebringer's deadly Disintegration beam if the Masari player has researched it (Light 
_ Matter Branch, Suite 3). Remember that antimatter shots do extra damage to Dark Matter Armor. S 


|; HIERARCHY COUNTER 

_ PP: Despite the Peacebringer's ability to crush infantry, Grunts with the Grenade upgrade work very well. 

_ Try to keep them behind the vehicle if possible. A good size group of Saucers also works if you keep some 
of them in Repair mode, but if the Peacebringer is in Dark Mode, stick with the grenade-tossing Grunts. 


‚ SC: These are the Маѕагіѕ first-tier air units and they are easily countered by anything that can attack 


` , them. Anti-aircraft turrets are especially effective, as аге Peacebringers and Field Inverters. 


< | and Brutes are definitely up to the task. 


| NOVUS COUNTER 
| РР: Dervishes are а good match for Inquisitors, and masses of Ohm Robots work too (3-5 per Inquisitor). 
| If you can force them to use Dark Mode and drop to the ground, they are vulnerable to Antimatter Tanks | 
` | and Variants. > 


" | HIERARCHY COUNTER 


PP: Saucers generally chew up Light Mode Inquisitors. If the Inquisitors are in Dark Mode, Phase 


Е 
SC: Even when flying in Light Mode, this heavy hitter can't defend against other air units, so that is а good 
weakness to exploit. Use Dervishes and Saucers—even Monoliths can whittle them down. 


NOVUS COUNTER 

PP: Yes, attack it with aircraft—Dervishes and Corruptors (and use viruses!) Even if the Masari | 
player researched “Aversion” to unlock the Sky Lord's Screech attack (Dark Matter Branch, Suite 2 
micromanaging your attacks in staggered groups will take Sky Lords down quickly. _ 


HIERARCHY COUNTER - E 
PP: Saucers counter Sky Lords well in either Light or Dark mode, as long as you stagger your attack 
groups to account for Screech. When Sky Lords are on the ground (Dark Mode), stay behind them—they 
do not rotate quickly. A group of Phase Tanks attacking from behind works well. 


Universe at War differs from most бекі -time — games in that it adds another layer of Non) over 
the basic tactical combat that takes place on the battlefield. Global conquest scenarios feature a Global 
Mode component where you make strategic moves on a virtual globe of Earth. 


This gameplay aspect is fun and easy to learn; your Universe at War game manual and the in-game 
“Global Mode" tutorials explain everything you need to know to play. In the story campaign, the Masari 
mission series was created in part to serve as an interactive tutorial for Global Mode gameplay as well. 


[б Ш\Л, Moms ПП THE MASA (Eze Mun MIT 


When you play the Universe at War Campaign, you eventually get to the Masari global mission series. 
This lets you explore the basic mechanics of Global Mode gameplay, but only the limited aspects which 
have instructions within the Campaign—such as building global structures, strike force production, and 
hero fleet movement. In the Masari global mission series, Global Mode's standard enemy Al behaviors are 
turned off; the global game component is essentially “scripted.” 


Thus as you move your Masari strike force from region to region across Africa and up through the 
Americas to the Purifier's location in Anahuac, the array of Hierarchy forces (base location, deployed units, 
etc) is always the same in each region, rather than randomly generated. 


As game designer Steve Copeland explains, "In this context, the global game will always have the same 
setup and reactions to player actions. However, the tactical battles will play using the Skirmish Battle А! 
and will behave differently, depending on what is brought to battle and how it is fought." 


In the next section, Jeff Stewart, Story Design Lead for the development team, offers a few pointers from 
on basic Global Mode strategies. 


ASIE STRALTEEMES 


First off, the in-game set of Global Mode tutorials gives you a good overview of the basic gameplay 
mechanics that have more relevance in the five procedural global campaign games listed under Scenarios. 
In that context, hero placement has strong relevance for offensive and defensive play since distant heroes 
cant easily be brought to battle. The extended in-game tooltips for the global structures and upgrades give 
basic usage info, but here's a bit more. 


The Basic Defense strategic upgrade reduces your enemies' ability to fly around, and gives more relevance 
to the choke point territories. 


The Spying upgrade helps you decide where to place heroes; see if your strike force will be shot at when 
flying over a territory; see what units are present in an enemy fleet; spot for enemy megaweapon launch; 
and decide which territories are most appropriate to attack. 


The Repair upgrade allows you to bring in a damaged fleet post-battle to that territory and heal faster so | 
they can attack again quickly. If you don't have Repair, you may want to wait for the fleet to repair оп their. 
own. They must be over a friendly global structure to get the free, slow repair over time—the main HG fok 
each faction repairs units more quickly. 


ПОТЕ FROM THE DESIGNER: 


MULTIPLAYER STRATEGIES AND “DIRTY TRICKS” 


Here's some more wisdom, direct from the horse's mouth. Not that Steve Copeland is a horse. He's more 
like a beast. In any case, the following are a few observations and tips on certain aspects of multiplayer 
Universe at War gaming, courtesy of the game's lead designer, Steve Copeland. 


The late-game phase of Universe at War often allows for some extremely cruel tactics to be unleashed. 
These often represent a significant investment of research and construction (time and money], and they 
are often game-enders. Here are tips to consider when facing some of these killer endgame tactics: 


Play every faction, at least in Skirmish mode (games versus the Al) until you have passing knowledge of 
their entire repertoire. The meanest capabilities for each faction are at the ends of their research trees, 
so know what lies at Suite 4 of every research branch for every faction. 


Always scout hard to figure out what your opponent is researching, what he is building, and where these 

things are located. Some of the "tells" are blatant. For example, you can always see what hard points are 
on a walker, and some of the effects from Novus patches show up on their units. Others are indirect: Did 
you just spot that Peacebringer using Disintegrate? Did you just hear а hero get announced? 


Superweapons are incredibly damaging and aren't limited by range, but even these can be countered 
provided you know they're coming. All superweapons are not only announced but also briefly reveal their 
. location when constructed. So pay close attention when you hear the announcement. Also, a countdown 
timer is displayed for the enemy's superweapons, so you know how much time you have to do something 
about the situation. 


If you cant destroy the superweapon's housing structure, here are some other solutions: 


Some extreme tactics don't involve superweapons, but require some contingency plans nonetheless. It's 

particularly nasty to encounter a Science Walker decked out with Machine or Mind Magnets—your enemy not 
only takes away your units, but uses them against you. Building three of the same type of hardpoint yields the 
greatest benefit, so you'll often find that a Science Walker is completely vulnerable to a certain type of attack. 


Remember that vehicles don't suffer from Mind Magnets and Non-Vehicles don't suffer from Machine 
Magnets. Masari Seers and Gueen Altea have passive protection against both magnet effects for nearby 
friendly units, and Hackers have a special ability that works similarly. If you happen to have some artillery on 
hand, you can often out-range these hard points as well—that is, hit them before they hit you. 


A little bit of scouting and preparation will go a long way toward shutting down your opponents' powerful late 
game tactics and giving you the upper hand. 
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This section gives provides a comparative lowdown on Novus, Masari, Hierarchy, and even U.S. 
Marine units and structures—how they compare in health, cost, firepower, durability, and other 


categories. 


WHAT THE TABLE ENTRIES MEAN 


The Universe at War design team provided the values in this chapter. Note that they don’t give you 
hard numbers for categories such as Health, Speed, Weapon Damage, Range, and Rate of Fire. 
The reason: Those numbers can change subtly or even dramatically at any given moment depending 
on a wide set of variables, circumstances, upgrades, and so forth. 


Thus the design team created table entries that express a range of values for most categories. 
For example, here’s how the team calculated some of the range values in the Health category: 
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РИО STRUC Y URES 
COMMAND-CORE — — — — — —— 


This structure is the Novus tactical command center. It builds Constructors, acts as a flow conduit, and can call remote heroes 
to join the battle. It also enables the Novus radar system. 
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BUILD REQUIREMENTS 


The Flow Generator powers everything Novus. It generates a kinetic resource called Flow, used by Novus to power their 
battlefield structures and defenses. Without Flow Generators, production comes to a standstill and defenses go offline. When 
Flow is active, it creates flow networks between Novus structures and conduits placed on the battlefield. This network allows 
most Novus units to dematerialize and move long distances through the Flow lines at great speed. 


HEALTH VERY HIGH 


BUILD REQUIREMENTS COMMAND CORE 


This tower distributes Flow to nearby structures and allows Novus units to dematerialize and travel at great speeds through 
the flow network. Flow conduits also have cloaking generators rendering them invisible to enemies that don't have stealth 
detection ability. 


HEALTH MEDIUM 


BUILD REQUIREMENTS 


UNITS PRODUCED 


This vital structure is the Novus nerve center for processing raw materials. Each Recycling Station controls a number of small 


Collector drones to carry out automated harvesting duties. Lost or destroyed Collectors are automatically replaced for free at 
the structure. 


BUILD TIME 


This is the Novus production facility for Robotic Infantry. With the Blade Assembly upgrade it can produce Blade Troopers; 
Hackers become available when a Novus Science Center is built. 


HEALTH VERY HIGH 4/1/1/1 4 


BUILD REQUIREMENTS FLOW GENERATOR 


ADD-ON UPGRADES BLADE ASSEMBLY | | BLADETROOPER | BLADE ASSEMBLY UPGRADE 


UPGRADE: BLADE ASSEMBLY 


This upgrade allows the Robotic Assembly to produce Blade Troopers. 


NEW UNIT AVAILABLE BLADE TROOPER 


22 


170 


The Novus vehicle production facility for Variants. With add-on upgrades it can produce powerful Amplifiers or Field Inverters, 
and when your Science Center comes online the Vehicle Assembly can produce Antimatter Tanks. The structure can support 
only one upgrade at a time, but you can switch back and forth between the Inversion Processor and the Wave Amplifier for the 
upgrade's build cost. 
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UPGRADE: INVERSION PROCESSOR 
This upgrade allows the Vehicle Assembly to produce Field Inverters. Note that you also need a Science Center online before 
you can build this upgrade. 


BUILD REQUIREMENTS VEHICLE ASSEMBLY, SCIENCE CENTER 
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UPGRADE: WAVE AIVIPLIFIER 
This upgrade allows the Vehicle Assembly to produce Amplifiers. Note that you also need a Science Center online before you 
can build this upgrade. 
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UPGRADE: DERVISH ASSEMBLY 
This upgrade allows the Aircraft Assembly to produce Dervish jets. Note that you also need a Science Center online before 
you can build this upgrade. 
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The Science Center conveys a number of tactical advantages to Novus. First, in enables a second Patch slot, allowing 
two active Patches at a time. Second, it makes Hackers available for production at the Robotic Assembly. Third, it unlocks 
the Inversion Processor and Wave Amplifier structural upgrades at the Vehicle Assembly. Finally, it unlocks the Dervish 

| Assembly structural upgrade at the Aircraft Assembly. 
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UPGRADE: SINGULARITY COMPRESSOR 


This upgrade unlocks the devastating Black Hole Generator, the Novus superweapon, for construction. 
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Ву manipulating gravitational forces, the Redirection Turret captures incoming projectiles and sends them back at the 
attacker that fired them; the redirection doesn't work against beam weapons, however. It also fires antimatter particles 
which build the chain reaction with those fired by Antimatter Tanks. Good against air and vehicle units, and gets good 

penetration against the Dark Matter Armor on Masari units in Dark Mode. 
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RANGE LONG 


This special facility creates a concentrated EM field at the targeted location that interferes with enemy electronic 
systemsa the targeted location, temporarily shutting them down. Through research, the EM Destabilizer can be upgraded 
to infect enemy units with a virus. Because of the danger of overloading Novus' own circuitry, only one of these 
structures can be built at a time. 
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This facility is the pinnacle of Novus technology. This unique superweapon harnesses the power of contained 
singularities to unleash a devastating miniature black hole at targeted locations on the battlefield. Everything within 
its radius is sucked up and vaporized. Due to the unstable nature of artificial singularity generation, only one of these 
structures can be build at a time. 


HEALTH EXTREMELY HIGH 
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Incredibly intelligent and calculating, The Founder wields physical and electronic power 
in an almost limitless fashion. An artificial intelligence created by the people of a world 
named Leita, his cyber-personality was at a remote research satellite when the 
Hierarchy utterly destroyed their planet. He has since sworn revenge on behalf of 
his biological creators. 


Most effective at hit and run tactics versus ground targets, The Founder can 
toggle between two modes, Performance and Prowess, giving him plenty 
__ of versatility. In Performance mode, his movement and melee attacks 

> are lightning swift, but he suffers more damage in return. In Prowess 
- mode, The Founder reconfigures his surface nano-structure to boost 
* his armor protection and attack strength while sacrificing speed 
` and agility. 


SPECIAL ABILITY: NETWORK TAP 
Available in Performance mode only. When Network Tap is toggled on, The 
Founder reconfigures himself into a kind of super-junction in the Novus Flow 
network, automatically connecting to Flow Conduits spread over a wide swath of the 
map. Tapped into the network as a de facto conduit, The Founder can pull in Novus 
units very quickly to his position. Network Tap also broadcasts a power radius around 
- The Founder, creating a circle inside which you can build and power up structures. Note 
however that The Founder cannot attack or even move when in Network Tap mode. 


SPECIAL ABILITY: REBUILD 
— m Available іп Prowess mode only. When you activate Rebuild, The Founder 
- redirects a portion of his own nano-structure to combine with nearby scrap 
and construct Ohm Robots. This nanite loss drains health from The Founder, 
but the instant fighting force created is often worth the sacrifice. 
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Mirabel is the ground commander of the Novus forces 

and the last biological remnant of the Novus creator A 

race. The original Mirabel was killed when her planet Leita A 

was harvested by the Hierarchy. When The Founder returned from E 
his remote post, he scoured the planet but found only trace amounts of * 
the creator race's DNA, and so cloned Mirabel. She pilots a sentient suit of TN = 
powered battle armor named Viktor, and the two work well together in combat. 

Encoded with ‘protector programming’ and wielding a deadly accurate Pulse Rifle, 

Viktor combines with Mirabel to create a fearsome fast-assault unit. 


Like The Founder (and the Novus race in general), Mirabel is a hit-and-run 
unit, best suited to lightning thrusts and quick withdrawals. The hover- 

jets on Viktor's back let her glide rapidly over terrain including water. 

Her Pulse Rifle can hit any target, ground or air; its rapid fire rate and 
excellent range make up for its relatively weak punch. Viktor can absorb 

a good amount of damage for Mirabel, but enemy assault heroes (like 

Orlok) can take her down in a toe-to-toe slugfest. So it's best to keep 

Mirabel on the move. Use her range advantages and add an escort of 

equally mobile assault units—in particular, Blade Troopers with their boost jets 
travel well with her. Use Mirabel's long-range Sniper ability to blast Hierarchy 
walker hardpoints from afar. 


аа NT 


SPECIAL ABILITY: MISSILE BARRAGE 

Available versus ground targets. Mirabel can saturate the targeted area with a spread 

of many small missiles launched from Viktor's shoulder pods. The pods take a few seconds 

to open and fire, so trying to target moving foes can be a tricky endeavor. The missile volley _ 
inflicts good area damage, and even if nearby infantry survives the detonation they suffer | : : : 
knockback. So it's a great way to clear out a cluster of enemies. Onboard nanite engines F7 1 | | 
quickly create more missiles. 1 : E 


SPECIAL ABILITY: SNIPER ATTACK 

Available against all targets. This awesome ability puts all of the Pulse Rifle's power 
into a single shot that can travel very far with great accuracy. One Sniper Attack 
shot can destroy most lightly armored targets and inflict massive damage to 

heavily armored ones. In this mode, Mirabel's rifle has tremendous range; in fact, 
she can hit targets outside her sight range, using other Novus units as spotters. 

This ability is particularly effective at picking off Hierarchy walker hardpoints from 

a safe distance. 


VERY HIGH WEAPON: FLECHETTE CANNON SPECIAL ABILITY: MISSILE BARRAGE 


PRODUCED AT COMMAND CORE TARGETS AIR/GROUND RANGE 


BUILD CAP COO0LDOWN — 


RANGE LONG 
SPECIAL ABILITY: SNIPER ATTACK 


BUILD TIME Е VERY HIGH 


RANGE VERY LONG 


COOLDOWN LONG 


75 


VERTIGO с —— — — — 
Vertigo began his existence as a decryption protocol, used to intercept and 
decode enemy communications. He evolved into a stealth unit with the remarkable 
ability to disassemble non-organic units at the nano-level and upload them into his 
data matrix, then 'download' (reassemble) them elsewhere. Vertigo's cyber-intelligence 


sleek, high-speed hovercraft. Though fragile, Vertigo remains largely undetected by enemy sensors 
ing technology. 


inhabits the systems 
thanks to advanced 


Vertigo is the ultimate stealth unit, built for hit-and-run missions and guerrilla tactics. His antimatter cannons can hit air or 
ground targets surprisingly hard for such small weapons. 


SPECIAL ABILITY: UPLOAD/DOWNLOAD 

This amazing ability lets Vertigo disassemble friendly robotic units into nano-swarms, upload them into his data matrix, 
then download them elsewhere for reassembly. Thus the stealthy Vertigo can transport an entire force of combat troops or 
Constructors undetected to a strategically advantageous position, then turn them loose. 


| SPECIAL ABILITY: VIRAL CONTROL 
| Once a Novus Corruptor infects an enemy unit with a virus, Vertigo can then use Viral Control to gain control of that unit, 
Seen ^| letting you issue orders as if the controlled unit was Novus. With Vertigo operating unseen, this ability can truly disrupt and 
| 
| 
{ 


wi 
. 


demoralize enemies. 


WEAPON: ANTIMATTER SPECIAL ABILITY: UPLOAD/DOWNLOA| 
CANNONS 2 veer me 


COMMAND CORE RANGE SHORT 
COOLDOWN VERY SHORT 
SPECIAL ABILITY: VIRAL CONTROL 


POPULATION INCREASED BY — 
ВАМСЕ 


COOLDOWN 


[pz e; DU 


The Constructor is the build and repair unit for Novus. Using tanks of nanites, 
it rapidly assembles structures from stores of broken down raw materials. 
Multiple Constructors working on the same project speeds the build 
process. 


PRODUCED AT 


POPULATION INCREASED BY 


SECONDARY BUTTON: CONSTRUCT 


ЕТЕР Ee 


PRIMARY BUTTON: REPAIR 


TARGETS AIR/GROUND RANGE SHORT 
em ІІ ` MEUM TO VERY tov 


COOLDOWN - 


RANGE SHORT 


Novus uses an army of robots as their primary assault infantry. Advanced 
nanotechnology lets you build them cheaply and quickly, and they often serve 
a battlefield fodder role. Their programming understands this, and sees no 
problem with the logic of it. The Ohm Robot is the basic Novus infantry unit. 


Ohm Robots do light damage to ground and air targets, but they can be 
highly effective when massed. Their unique Swarm ability lets them self- 
detonate; the explosive punch can inflict good damage on even heavily 
armored targets, including Hierarchy Walkers. Use their Capture 

ability to take control of neutral structures on the battlefield. 


PRODUCED AT ROBOTIC ASSEMBLY 


POPULATION INCREASED BY 
WEAPON: FLECHETTE CANNO SPECIAL ABILITY: SWARM SPECIAL ABILITY: CAPTURE 


AIR/GROUND RANGE SHORT RANGE SHORT 
RANGE MEDIUM COOLDOWN COOLDOWN VERY SHORT 


The Hacker unit specializes in machine manipulation, shutting down electronic systems 
and exploiting weaknesses, all to Novus' benefit. Use him gain control of electronic- 

с guided enemy units such as turrets апа vehicles, and even Walker hardpoints. 

А 


His Purge Systems ability knocks out phasing, mirage, and cloaking on all 
nearby enemy objects for a short period of time; it also cleanses viruses 

S and mind control from allied units. His Viral Bomb damages a targeted unit 

P already infected by a Novus virus. 


1 PRIMARY BUTTON: LOCKDOWN 
SPEED мерим „| олма |з 
PROD DA ROBO A MB TARGETS 
BUILD REQUIREMENTS SCIENCE CENTER | 
0 00 
BUILD TIME 0:15 


AL AB RALBOMB SPECIAL ABILITY: PURGE SYSTEMS 
ber wow | once |- O 
RA RANGE MEDIUM 


Seen Ten | (ane [ш | 


00100 COOLDOWN -- 


vosmet 


The Blade Trooper is a fast-attack, fast-response robot. Heavily armored, it is 
p. technically a heavy infantry unit, but it glides with good speed over long distances, even 
jetting across water. It can attack ground targets only, wielding its twin nanite-blades. 
Blade Troopers are very effective against enemy infantry and light structures; it was 
designed by the Founder to deal with Hierarchy Brutes and most heavy infantry. 


Each Blade Trooper has two special abilities. The Duplicate ability uses a small 
store of nanites to create two exact duplicates of the trooper. These fight 
as ordered for more than a half-minute until they break up; researching 
Nanotech Suite 1 extends this operational duration by 60 percent. (Note that 
duplicate Blade Troopers cannot use the flow network.) The Blackout Bomb 
ability re-shrouds the fog of war in the area you target. While the blackout 
effect lasts, enemy units cannot receive further orders. 


D WEAPON: BLADE ATTACK 
MEDIUM/FAST AGE | MEDI 
ROBO A В TARGETS 
BUILD REQUIREMENTS BLADE ASSEMBLY UPGRADE - 


1 650 RANGE MELEE 


BUILD TIME 018 


VABIAME——————————— 
A 
——SS 


The Variant is a stealth unit equipped with a mirage field generator that lets the 
vehicle assume the appearance of nearby items when itis immobile. It also 
has powerful flechette weaponry with great anti-structure and anti-infantry 
capability. It is also effective against light vehicles. 


Note: The Variant can toggle its weapons on or off. With weapons off, 
the Variant lies in wait, camouflaged. 


MEDIUM 


PRODUCED AT VEHICLE ASSEMBLY 


POPULATION INCREASED BY 


WEAPON: FLECHETTE CANNON 


мик — MEUM | 


TARGETS GROUND 


FAST 


RANGE MEDIUM 


The Antimatter Tank is built around a magnetic containment reactor housing 
pellets of antimatter encased in energy shells. Once fired from the 
containment field, the energy casing rapidly erodes, exposing the antimatter 
and causing a volatile blast. If multiple antimatter casings are in close 
proximity when one detonates, the resulting chain reaction can be 
devastating. Its attack is effective against the Dark Matter Armor of 
Masari units/structures in Dark Mode. 


This is the Novus heavy ground unit. Its energy shells actually 
stick to the target, then explode after a few seconds. If you 

can nail a target with more than one antimatter shell, the chain 
reaction effect inflicts even greater damage than the sum of 
individual hits. The Antimatter Tank has a Vent Core special attack. 
This shuts down the vehicle briefly while the core vents out antimatter 
pellets in random directions, a nice attack when surrounded by enemies. 


MEDIUM 


не. 


PRODUCED АТ VEHICLE ASSEMBLY 


WEAPON: ANTIMATTER PELLET SPECIAL ABILITY: VENT CORE 


Fer 


TARGETS GROUND 


POPULATION INCREASED BY 


НЕ: 
Se 
DEE 


The Amplifier is a harmonic projection unit that can force sonic energies into beams 
capable of shattering metals or crumbling structures. In this Sonic Resonator mode, 
itis highly effective against inorganic objects, disabling the targeted enemy's 
return fire. In its alternate mode (Harmonic Pulse), the Amplifier sends out a 
repeating sonic pulse that inflicts good damage on structures and knocks back 


infantry in a radius around itself. The Amplifier is immobile in either mode 
when attacking. 


MEDIUM 
PRODUCED AT VEHICLE ASSEMBLY 


COST 


[ише | 


POPULATION INCREASED BY 


DAMAGE 
TARGETS 


The Field Inverter fills dual roles on the battlefield. In its default mode, the unit wields 
a powerful railgun and can fight as a deadly air/ground attack unit. The railgun can 
damage multiple targets in its line of fire. 


If you toggle to its magnetic force-field generator, the Field Inverter transforms 

into a very effective defensive shield. In this mode, its energy dome can block 

damage to not only itself but also friendly units within the dome. The Field 

Inverter takes only a fraction of the damage hitting the shield, but other 
units under it are unharmed. 


Note that the Field Inverter can perform only one of these roles at a time. 


PRODUCED AT 
COST 


ЕСІ | 


POPULATION INCREASED BY 4 


WEAPON: RAIL GUN MODE ALTERNATE MODE: SHIELD 


MEDIUM 


The Corruptor is a flying combat support unit and stealth detector for Novus. 
Its cutting laser inflicts light damage on air or ground units. It also features 
an impressive array of sensors and jamming equipment that also allows 
itto detect stealth units. It can transmit electronic viruses into enemy 
machinery (non-organic targets only), though the Corruptor itself is 
immune to such attacks. The implanted virus lets Novus spy or perform 
other virus-related attacks. 


HEALTH 


PRODUCED AT 


SPECIAL ABILITY: CORRUPT 


RANGE LONG 


The Dervish Jet is capable of orienting its massive ramjet/scramjet engines 
for vertical takeoff before screaming through the skies at incredible speeds. 
It attacks with twin antimatter particle cannons; its shots will chain react 
with antimatter particles from any other unit. When you trigger its special 
Death Bloom ability, the Dervish enters a fixed stationary spin, firing its 
weapons in all directions. This sphere of death affects nearby enemy 
air and ground units. 


HEALTH MEDIUM 
AIRCRAFT ASSEMBLY 


зи _. 
POPULATION INCREASED BY 


TARGETS AIR/GROUND RANGE LONG 


| RANGE COOLDOWN LONG 


АЛЛЕКИ E ТЛЕ ПЛЕ 


This structure is the Hierarchy's tactical command center. It also serves as the beam-in point for 
Glyph Carvers and Monoliths, and can call remote heroes to join the battle. 


HEALTH INSANELY HIGH PROD 1 


BUILD REQUIREMENTS GLYPH CARVER 


MONOLITH REAPER DRONE 


KAMAL REX QUANTUM BRANCH, SUITE 2 


This special unit calls down Hierarchy structures, including turrets and Walkers, from orbital 
supply ships by carving large, intricate glyphs into the landscape. It also summons a pair of 
important drones that are considered “units” because they’re mobile. (The Reaper Drone, in 


fact, can actually be used as an 


7 JU 7 attacking unit.) So the Glyph 

ORB ар "5 Б Carver is listed here amongst 
Б Hierarchy Structures as well as 

ЕЕЕ in the Hierarchy Units section 


later because it essentially 


functions as a "structure" as 
DETECTION DRONE | ARRIVAL SITE: REAPER DRONE well as a builder unit. 


STRUCTURES CALLED ППШП FROM ORBITAL SUPPLY SHIPS BY GLYPH CARVERS 
UNIT OTHER REQUIREMENTS 


ASSEMBLY WALKER ARRIVAL SITE; REAPER DRONE 


SPITTER TURRET 


MATTER CONDUIT ARRIVAL SITE; SCIENCE WALKER 


A directional glyph that orders orbital supply ships to drop huge, flaming chunks of debris on 
hapless enemies in a designated target area. Each Matter Conduit attack-drop costs resources to 
use, but your Reaper Drones can recollect the fallen debris afterwards. : 


SPECIAL ABILITY: MASS DROP 
SUPERWEAPON 


BUILD REQUIREMENTS GLYPH CARVER; ARRIVAL SITE; 
SCIENCE WALKER 


ADD-ON UPGRADES NONE — 


COST COOLDOWN  EXTREMELY LONG 


UNITS PRODUCED 


A stationary turret that spews radiation at incoming ground forces. It fires an extremely effective 
and painful radiation beam that hits from good range. 


BUILD REQUIREMENTS GLYPH CARVER; DETECTION DRONE OR ASSEMBLY TARGETS GROUND 


WALKER OR HABITAT WALKER 
| Gap 


RANGE LONG 


6000 AGAINST INFANTRY AND VEHICLES 
meer [жы 


UPGRADE: DESOLATOR TURRET 

This turret can only be built as an upgrade of an already-placed Spitter Turret. A Desolator not 
only fires a long-range radiation beam but also vents a radioactive cloud around itself, damaging 
enemies and healing friendly Hierarchy units. 


BUILD REQUIREMENTS SPITTER TURRET WEAPON: RADIATION CLOUD 


BUILD TIME TARGETS GROUND 


Eat 


RANGE MEDIUM 


This stationary anti-air turret uses gravity modulation waves to hold onto enemy air units and 
crush them over a short period of time. 


HEALTH MEDIUM WEAPON: CONTROL BEAM 


BUILD REQUIREMENTS GLYPH CARVER; DETECTION DRONE OR TARGETS AIR 


ASSEMBLY WALKER OR HABITAT WALKER 
--- тте ое нне [constant | 
Soe 
—— ВАМбЕ MEDIUM 


COST 


300 
БЕ: 0000 


GOOD AGAINST AIR UNITS ONLY 


UPGRADE: МАМРИГА TOR TURRET 


This turret can only be built as an upgrade of an already-placed Gravitic Turret. A Manipulator 
‚ notonly crushes its air targets but also forces them to land, holding them immobile and 
| vulnerable to Hierarchy ground units—including units that can't normally hit air targets. 


BUILD REQUIREMENTS GRAVITIC TURRET WEAPON: GRAVITY BEAM 


BUILD TIME 


MEDIUM 


qiii 


Massive and deadly, the Habitat Walker is the Hierarchy's primary assault Walker. This mobile 


structure also serves as a barracks for the Hierarchy. It has eight hardpoints that can be 
outfitted with a selection of hardpoint upgrades. These include various weapons plus two unit 
summoning pods and production-enhancing modules. The unit pods can call down infantry units 


BUILD REQUIREMENTS 


COST 


BUILD TIME 


UMTS PROGUCED 


(Grunts, Lost Ones, and Brutes) from the Hierarchy’s orbital fleet. It also houses several slow- 


firing plasma cannons. 


WEAPON: PLASMA CANNON 
TARGETS 


GROUND 


RANGE 


UNIT OTHER REQUIREMENTS 


LOST ONE LOST ONE POD 


LEG SOCKET UPGRADES 
| UPGRADE: ARC TURRET 


| This turret fires electrical arcs with pinpoint accuracy 
| against enemy aircraft. 
H 


HEALTH HIGH 


BUILD REQUIREMENTS ASSAULT BRANCH, SUITE 1 


COST 800 


6000 AGAINST AIR UNITS 


WEAPON: ELECTRICAL ARC 


TARGETS AIR 


MEDIUM 


UPGRADE: ARMOR PLATING 
A tough, composite alloy covering leg sockets for added 
protection. 


| 
| 
| 
| 
| RANGE 
{ 
| 


HEALTH VERY HIGH 


UPGRADE: COST OPTIMIZER 
Reduces the cost of units produced by this Walker. Multiple 
Cost Optimizers further reduce the cost. 


HEALTH LOW 


auser Les 


300 


UPGRADE: PLASMA TURRET 


This turret fires a plasma cannon at ground targets. 


HEALTH WEAPON: PLASMA CANNON 


TARGETS GROUND 


RANGE 


UPGRADE: PLASMA TURRET 
This turret fires a plasma cannon at ground targets 


VEHICLES 


6000 AGAINST 


UPGRADE: REPAIR CHAMBER 

This module contains guided plasma orbs that automatically 
begin repairs on the Walker the chamber is built on. You can 
build a Repair Chamber on a Habitat Walker only after you 
summon an Assembly Walker first. 


MEDIUM 


HEALTH 


PANEL SOCKET UPGRADES 


UPGRADE: ARMOR PLATING 
A tough, composite alloy covering leg sockets for added 
protection. 


HEALTH VERY HIGH 


UPGRADE: LOST ONE POD 
This hardpoint lets the Walker summon Lost Ones from the 
orbital fleet. 


HEALTH MEDIUM 


ПЕШ ШПІТ AVAILABLE 
UNIT OTHER REQUIREMENTS 


UPGRADE: BRUTE POD 

This hardpoint upgrade lets the Walker summon Brutes from 
the orbital fleet. Note that you must research Suite 2 of the 
Quantum Branch before you can build this pod. 


HEALTH MEDIUM 


ЛЕШ UNIT AVAILABLE 


UNIT OTHER REQUIREMENTS 


UPGRADE: TELEPORT ACCELERATOR 

This hardpoint accelerates the production of all units on this 
Walker. Adding additional Accelerators further speeds up 
unit production. 


UPGRADE: RADIATOR ARTILLERY 
This hardpoint weapon fires a long-range warhead that begins 
venting radiation in a wide area around its landing spot. 


HEALTH VERY HIGH 22 


MUTAGEN атам ит: 


cost 1000 


GOOD AGAINST INFANTRY AND VEHICLES 


WEAPON: RADIATION WARHEAD SPECIAL ABILITY: LAUNCH WARHEAD 


tre 
a 


RANGE VERY LONG 


ЕСТЕ | tong 


COOLDOWN ` LONG 


TARGETS 
RATE OF FIRE 
RANGE 


GROUND 


MEDIUM 


UPGRADE: RANGE ENHANCER 

This upgrade extends the range of all of its Walker's weapons 
and special abilities. Multiple Enhancers further extend 

the range. You must research Suite 1 of the Assault Branch 
before the Range Enhancer is available. 


UPGRADE: WEAPON ACCELERATOR 

The Weapon Accelerator hardpoint reduces the weapon reload 
time for all of the Walker's onboard weapons, including the 
Walker's big plasma cannons. It also reduces ability cooldown 
times. Multiple Weapon Accelerators further reduce these times. 


This is the Hierarchy's secondary assault walker with larger teleportation receptors capable of 
beaming down vehicles. It arrives with the ability to summon Saucers, and can also add pods to 


call down Defilers and Phase Tanks. This Walker can also wield larger and more damaging weapon 


hardpoints. Like all 
Hierarchy Walkers, 
the Assembly Walker 
; s outfitted with 
iiM : 7-77-77 a default set of 


-] slow-firing plasma 
м — = 1.аппоге. 
Lu c С ooo o А 
SPEED VERY SLOW 


BUILD САР 3 WALKERS TOTAL (ALL TYPES COMBINED) | 


BUILD REQUIREMENTS GLYPH CARVER; ARRIVAL SITE; REAPER DRONE 


WEAPON: PLASMA CANNON 
TARGETS GROUND 


RANGE 


HLL 4 
БЕЕК DEFILER POD 
LEG SOCKET UPGRADES 
UPGRADE: ARC TURRET UPGRADE: PLASMA TURRET 
This turret fires electrical arcs with pinpoint accuracy This turret fires a plasma cannon at ground targets. 


against enemy aircraft. 


HEALTH 


BUILD 
REQUIREMENTS 


COST 


HIGH 


ASSAULT 
BRANCH, SUITE 1 
800 


ште |е 0 | 


6000 AGAINST 


UPGRADE: ARMOR PLATING 


| Atough, composite alloy covering leg sockets for added 


protection. 


HEALTH 


ЕЕ | nome 00 | 


COST 


TIT 


UPGRADE: COST OPTIMIZER 
Reduces the cost of units produced by this Walker. Multiple 
Cost Optimizers further reduce the cost. 


AIR UNITS 


VERY HIGH 


700 


HEALTH HIGH WEAPON: PLASMA CANN 


EHE 
800 


COST TARGETS GROUND 


BUILD TIME - 


6000 AGAINST | VEHICLES 


WEAPON: ELECTRICAL ARC 


TARGETS AIR 


wore | меш | 


RANGE MEDIUM 


UPGRADE: REPAIR CHAMBER 
This module contains guided plasma orbs that automatically 
repairs the Assembly Walker on which the chamber is built. 


MEDIUM 


UPGRADE: TELEPORT ACCELERATOR 
This hardpoint accelerates the production of all units on this 
Walker. Adding additional Accelerators further speeds : 
unit production. : 


PANEL SOCKET UPGRADES 
UPGRADE: ARMOR PLATING 


A tough, composite alloy covering crown sockets for added 
protection. 


HEALTH 


UPGRADE: BEAM CANNON 

Fires a devastating beam attack that cuts across the 
landscape, causing secondary explosions in its path. 
Requires a high level of research, however. 


HEALTH VERY HIGH 


soto EOUREMENS 
1200 
PS 


GOOD AGAINST VEHICLES 


WEAPON: PLASMA BEAM 


әмме Lee | 
TARGETS GROUND 


RATE OF FIRE | SLOW 


RANGE LONG 


UPGRADE: DEFILER POD 
This hardpoint lets the Walker summon Defilers from the 
orbital fleet. 
HEALTH MEDIUM 
| BUILD REQUIREMENTS 


NEW UNIT AVAILABLE 
UNIT OTHER REQUIREMENTS 


UPGRADE: PHASE TANK POD 


This hardpoint lets the Walker summon Phase Tanks from the 


orbital fleet. 


HEALTH MEDIUM 


| QUANTUM BRANCH, SUITE 2 


400 


ПЕШ ШПІТ AVAILABLE 
UNIT OTHER REQUIREMENTS 


UPGRADE: MASS DRIVER CANNON 

This short range weapon can inflict significant damage to 
structures; its drawback is a long reload time. The Mass Driver 
Cannon is somewhat inaccurate against smaller targets, but 
causes knockback that can send enemy units flying. 


VERY HIGH 


ASSAULT BRANCH, SUITE 3 


HEALTH 
BUILD REQUIREMENTS 
COST 1000 


ам о | 


6000 AGAINST STRUCTURES, TURRETS 


WEAPON: MASS CANNON 


ЕСТЕН ЕСІТЕН 


GROUND 


* 
TARGETS 


погна [sow | 


RANGE LONG 


UPGRADE: RANGE ENHANCER | 
This upgrade extends the range of all of its Walker's weapons | 
and special abilities. Multiple Enhancers further extend 
the range. You must research Suite 1 of the Assault Branch 
before the Range Enhancer is available. 


HEALTH HIGH 


BUILD REQUIREMENTS ASSAULT BRANCH, SUITE 1 


cost 700 


UPGRADE: WEAPON ACCELERATOR 

The Weapon Accelerator hardpoint reduces the weapon 
reload time for all of the Walker's onboard weapons, 
including the Walker's big plasma cannons. It also reduces 
ability cooldown times. Multiple Weapon Accelerators 
further reduce these times. 


HEALTH HIGH 
эртат; | mone 


cost 708 


This is a mobile structure that serves as a support and enhancement platform for the Hierarchy. 
Smaller and weaker than the other Walker types, the Science Walker more than makes up for 
its size with an assortment of support hardpoints and some devious and devastating upgrades. It 


comes with a default radiation beam weapon. 


BUILD TIME 
UNITS PRODUCED 


HORN SOCKET UPGRADES 
UPGRADE: CASCADE REACTOR 


This potentially devastating weapon generates a massive 
cone of radiation that washes across the landscape, 
irradiating and severely damaging everything in its path. 

_ However, the cascade effect requires three Reactors to 
function, опе on each of the Science Walker's horn sockets. 
If you lose just one of the three Reactors, the radiation 

| cascade attack is disabled. 


! HEALTH EXTREMELY HIGH 


BUILD REQUIREMENTS MUTAGEN BRANCH, SUITE 4 


с05Т 1300 


ЗИ а 


| UPGRADE: MACHINE MAGNET 
This hardpoint upgrade automatically takes control of up to 3 
enemy inorganic (vehicle or robot) units within its range. 


600D AGAINST 


VEHICLES AND ROBOTIC UNITS 


UPGRADE: MIND MAGNET 
This add-on automatically mind-controls up to 3 enemy 
organic units within its range. 


UPGRADE: VISUAL OPTIMIZER MEE" 
The Visual Optimizer hardpoint upgrade extends the sight 
range of all Walkers in the battle, anywhere on the map. 
Multiple Visual Optimizers further increases the sight range 
extension. If you put a Visual Optimizer on all three horn 
sockets, the Science Walker completely dispels the fog of 
war to reveal the entire battlefield. 


MEDIUM 


LEG SOCKET UPGRADES 


UPGRADE: АВС TURRET UPGRADE: REPAIR CHAMBER 
This turret fires electrical arcs with pinpoint accuracy This module contains guided plasma orbs that automatically 
against enemy aircraft. repairs the Assembly Walker on which the chamber is built. 


HEALTH 


6000 AGAINST AIR UNITS 


UPGRADE: RANGE ENHANCER 

WEAPON: ELECTRICAL ARC This upgrade extends the range of all of its Walkers weapons 
and special abilities. Multiple Enhancers further extend 

the range. You must research Suite 1 of the Assault Branch 
before the Range Enhancer is available. 


AIR 


HEALTH HIGH 


BUILD REQUIREMENTS ASSAULT BRANCH, SUITE 1 


RANGE MEDIUM 


COST 700 


UPGRADE: WEAPON ACCELERATOR 

The Weapon Accelerator hardpoint reduces the weapon 
reload time for all of the Walker's onboard weapons, 
including the Walker's big plasma cannons. It also reduces 
ability cooldown times. Multiple Weapon Accelerators 
further reduce these times. 


HEALTH HIGH 


stuer | mone | 


COST 700 


UPGRADE: TARGETING JAMMER 

“i 4 | This unique and often useful upgrade releases electro-static 
particles that jam enemy targeting systems, rendering the 
area and all friendly units in it untargetable by the enemy for 
the duration of the cloud. 


HEALTH HIGH 


BUILD REQUIREMENTS QUANTUM BRANCH, 
SUITE 4 


COST 800 


SPECIAL ABILITY: JAM SENSORS 


SHORT 


COOLDOWN 


ста 


US 
T 
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z Treacherous and vile, Nufai the Skinwalker is a purely malignant 
= entity. Every word oozes manipulation and subterfuge, and he gives 
` an uneasy feeling to anyone he speaks to. Nufai hails from one of the few 
worlds devious and wicked enough to actually willingly join the Hierarchy in its 
quest for galactic dominance. 


Nufai is a melee master; he attacks up close, using his phasing ability and Walker- 
alloy claws to shred enemies. His ability to sow chaos with Paranoia makes him 
a slick infiltration unit; slip him into the midst of an enemy force massing for 
attack to keep them disorganized until you can bring up reinforcements. 


SPECIAL ABILITY: PARANOIA 
Nufai's mental manipulations confuse enemy organic units 
in the target area, causing them to turn on their allies. For 
everal seconds they fire on friendly units as fear and doubt 
loud their minds. 


PECIAL ABILITY: TENDRILS 
3 hen you activate this attack, dark tendrils of disruptive 
і ravitic energy snake out from Nufai's location, ensnaring 
nemy aircraft and dragging them to the ground. Once 
grounded, the aircraft are vulnerable to ground-attack 


units such as Grunts and Brutes. 


SPEED FAST 
ODUCED 
f BUILD REQUIREMENTS MUTAGEN BRANCH, SUITE 2 
/ D 
COST 4400 


POPULATION INCREASED BY | 6 


WEAPON: PHASE CLAW 


ЕСЕ ж | 


TARGETS INFANTRY 


RANGE MELEE 


SPECIAL ABILITY: PARANOIA 


COOLDOWN 
WEAPON: CHAOS DRAIN SPECIAL ABILITY: TENDRILS 


DAMAGE MEDIUM 


RATE OF FIRE ` MEDIUM 


CEN 


DAMAGE SPECIAL 


DURATION MEDIUM 


Kamal Re'x, known as the Abductor, is insanely powerful 
and the Hierarchy's Under-Seer of Remote Mining Operations, in charge 
of the harvesting of Earth. Kept alive beyond his normal lifespan by 

long periods in suspended animation, Kamal's mind has developed to 

a point of almost complete clairvoyance. As the Controller of the Earth 
purification project, he has taken a calculated risk in deviating from the 3i e 
Hierarchy's standard planet-neutralization procedures in order to finish 4 , 
off Novus once and for all. Will his gamble pay off? 


Kamal Re'x is not a short-range, front-line slugger; he fights best from 
afar, using his long-distance attacks and special abilities. His support 
abilities are equally if not more important, especially his use of Force 
Wall to protect damaged or overwhelmed units (Walkers in particular). 


Kamal's primary attack against ground units is a psionic shockwave with 
good range called Psi Blast. This wave of energy rolls along the ground 
from Kamal to target and detonates, causing area damage. The blast tosses 
enemy infantry like rag dolls and inflicts knockback on light vehicles. 

Kamal can also issue a psionic Shove against air units. This attack 

knocks enemy flyers out of range and temporarily disables them. 


SPECIAL ABILITY: ABDUCT 
All friendly and enemy units within the target area are pulled directly up 
into orbit, giving the Hierarchy raw material value for 
them as if they'd been collected. 


i 


SPECIAL ABILITY: FORCEFIELD f j 
This projects a wall of force at the target which 4 
blocks all enemy fire and movement, yet lets Hierarchy 
forces move through as if the wall wasn't there. 
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Orlok the Eternal is a very effective tactician and has survived so many battles that most have 
lost count. He strives to be the perfect soldier, upholding the Hierarchy code he so firmly 
believes in to ensure the survival and continuing dominance of his race. As an honor 
for his dedicated service, Orlok was permanently grafted into his battle shell to 
| forever fight for the Hierarchy. 


Orlok is your front line assault unit. His battle armor can take punishment, 
- especially in his special Endure Mode, so don't be afraid to deploy him right 
at the point of attack. Keep him in the thick of things. He normally carries 
into battle a shoulder-mounted, auto-targeting plasma weapon and an 
Bor _ arm-mounted Crusher device which destroys enemies and converts them 
bur ” _ to ammo for his thundering Siege Mode artillery barrage. 


| SPECIAL ABILITY: SIEGE MODE 
When this ability is activated, a siege artillery device raises from 

_ Orlok's back and lobs devastating shells at the target location. 
_ When in Siege Mode, his other weapons are non-functional. 
- You cannot trigger Siege Mode unless Orlok has artillery 
- shells, indicated by the number of yellow marks under his 
_ health bar. If no shells are available, Orlok must get in some 
_ melee combat and use his Crusher arm to convert enemies 
: into ammo. 


(Ё SPECIAL ABILITY: ASSAULT/ENDURE MODE 
Orlok's default stance is Assault Mode, firing his shoulder plasma 
cannon, but you can toggle to Endure Mode. In this mode, Orlok's 
shoulder weapon retracts and is replaced by heavy, protective armor. Now he 
|^. can absorb much more damage; although he loses his ranged attack, he can still 
| use his melee Crusher attack. 
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This is the Hierarchy's construction unit, although technically it "constructs" nothing other 
than intricate glyphs carved in the landscape. The actual construction takes place in the 

Hierarchy fleet orbiting the planet; sensors read the glyph carving like a bar code, then 
fleet inventory workshops produce the requested unit or structure and drop it onto the 


glyph. Glyph Carvers have no weapons; you must protect them, or they're 
sitting ducks. 


HEALTH 


PRODUCED AT ARRIVAL SITE 


POPULATION INCREASED BY 


The Monolith is the Hierarchy's aerial reconnaissance and stealth detection unit. It gives 
you eyes on the battlefield, slipping into enemy space to open up holes in the fog of war 
and detect both normal and stealth units alike. The craft can teleport instantly over 
long distances. After arrival, the longer a Monolith remains motionless, the larger its 
reveal radius grows. 


Monoliths are only lightly armored and armed, but can attack both ground and 
air targets. Its radiation beam is also effective against structures, slowing 
production facilities and interfering with turrets. The Quantum Branch: Suite 

1 research upgrade gives each Monolith the Phase Self ability, making it 
temporarily immune to damage. This lets you send a Monolith to any spot 
on the map to spy on enemy actions and then phase out to protect itself. 


HEALTH MEDIUM 


| SP WEAPON: RADIATION BEAM 
PRODUCED AT ARRIVAL SITE 


TARGETS AIR/GROUND 


RANGE LONG 
| POPULATION INCREASED BY SPECIAL ABILITY: PHASE SELF 
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The Reaper Drone is the resource harvesting unit for the Hierarchy, collecting raw 
materials and beaming them directly to orbital supply ships. While normally harvesting 
nearby inert scrap, the Reaper is also rather effective at sucking up cars, structures, 
enemy vehicles, and especially organic material like infantry, civilians, and cattle. 
Thus you can use it as an offensive weapon, although only as a last resort. 


Reaper Drones are particularly fast at assimilating organic material—living 
infantry, civilians, cows, and so forth. A juicy cow is worth plenty of quick 
resource units; a Reaper Drone can complete a bovine harvest in less than 
a second. 
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The Detection Drone is a robotic radar scanner for the Hierarchy. Instead of weaponry, it 
carries a cluster of battlefield sensor arrays allowing it to illuminate the area. Note that 
you cannot build one until you have a Reaper Drone in place. Its Scan Pulse ability 
lets you briefly tear holes in the fog of war to spy on enemy activity. Scan pulse also 
clears negative effects such as viruses from friendly units. 


| SPEED MEDIUM 
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Genetically created to survive in almost any environment, Grunts are the mainstay of the 
Hierarchy ground invasion force. They wield close-range plasma shotguns, which are 
more effective the closer they get to their target. Once you research Suite 1 of the 
Assault Branch, Grunts gain the ability to toss deadly plasma grenades that inflict A 
good damage to vehicles, structures, and turrets. 


The Grunt also has a valuable special ability to Capture certain neutral or 
enemy structures marked by the spinning flag icon overhead. Overall, the 
Grunt is good against infantry and vehicles, but vulnerable to air units. 
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Lost Ones are the misfits and criminals of the Hierarchy, tortured and bent into hideous | 
battle thralls that serve with complete devotion. Warped to the point of near-insanity, : | 
the Lost Ones are deployed to cause chaos and panic on the battlefield. This is the , 
Hierarchy's basic ground infiltration unit. Lost Ones are quick and have good range, 4 | | 
but inflict only light damage with their plasma pistols. Research Suite 1 of the | 
Assault Branch to upgrade Lost Ones with Plasma Bombs to deal heavy damage 
to structures. Also, the Phase Module research upgrade (Quantum Branch, 
Suite 1) grants Lost Ones temporary immunity from damage and lets them 
pass through solid objects for a short time. Careful! Ordering a phased-out 
Lost One to attack causes it to phase back in, and if the Lost One phases 
in while inside another object, he is destroyed. 


Swarms of Lost Ones are good against infantry and air units, but 
vulnerable to vehicles. 
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Brutes аге massively mutated alien behemoths bred for destruction. A powerhouse on the battlefield, the 
2 _ Brute uses its massive strength to tear apart vehicles and structures and engage in close-combat 
“7. against infantry. This heavy infantry unit is a powerful melee monster; the beast must 
work at close range, but he can deliver terrible blows. He is vulnerable to air 
units, however. 


$ also have special jumping abilities that let them 
feat heights and distances. If you research Assault 
‚ Suite 2, the standard Brute Leap is transformed 
a "Death from Above" special attack in which 
nding inflicts a wide circle of devastating 
| damage. 
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SPECIAL ABILITY: CHARGE 
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Saucers serve an important dual purpose for the Hierarchy. First, the Saucer is a premier 
anti-air interceptor, deploying "foo fighters"—small guided spheres of plasma—that can 
stick to enemy units or structures and significantly degrade them. Saucers are particularly 
good against other air units as well as structures and vehicles, but are very vulnerable to 
enemy anti-air turrets. 


Second, the Saucer functions as the Hierarchy's primary repair vehicle. When in 
Repair Mode, the Saucer's plasma orbs actually heal Hierarchy machines, including 
Е Опок powered armor suit. The Saucer's lights glow blue when in Repair mode and 
~ yellowish orange when in Attack mode. Remember that the Repair/Attack button is a 
toggle, one or the other; Saucers cannot attack and heal atthe same time. 
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The Defiler is an area-denial unit and quasi-artillery for the Hierarchy. It uses radiated plasma 
weaponry to attack enemy forces and mutate infantry (and civilians) into horrific, radiated 
Slaves. Defilers are effective against infantry and vehicles, but vulnerable to air units. 


The Defiler's radiation beam inflicts solid damage on ground targets, especially structures. 
Its Project Radiation special attack lets it fire a concentrated blast of radioactive waves 
to a target area a considerable distance away. But the Defiler's special Bleed mode is 
perhaps its most valuable asset. When "bleeding" it spews pools of radiated reactor 

waste that heals Hierarchy units, damages enemy units, and mutates enemy infantry and 

civilians into Slaves that fight mindlessly for the Hierarchy. The longer a Defiler remains 
motionless in Bleed mode, the further its sickly green pool of corruption spreads. 
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The Phase Tank is a fast attack and response craft for the Hierarchy. Its main gun fires a 
devastating plasma blast along the ground. Good against vehicles, but vulnerable to air units. 
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This is the Masari tactical command center. The Citadel builds 
Architects and calls heroes into the battle. Tasking an Architect to 
the Citadel speeds up production of any units from the structure. 


HEALTH INSANELY HIGH 
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The Matter Engine separates and gathers energy 
from the surrounding area, slowly creating matter 
seemingly from thin air. Each Matter Engine 

holds 240 units of energy. Tasking an Architect 
to a Matter Engine increases energy income 

rates and speeds the upgrade progress. 


VERY HIGH 
BUILD REQUIREMENTS 


COST 


UNITS PRODUCED 


UPGRADE: MATTER SIFTER 
Adding matter accumulators to the Matter Engine, the upgraded Matter Sifter 
gathers more matter in a shorter period of time. Each Matter Sifter can hold 

360 units of energy, and increase of 120 from the standard Matter Engine. 


BUILD REQUIREMENTS MATTER ENGINE; KNOWLEDGE 
VAULT (ANCIENT KNOWLEDGE) 


This portal summons infantry units from the city-ship Atlatea; these units arrive via quantum 
thought-gatas. Discipler warriors can be summoned by default, but summoning the Seer requires 
nce of a Knowledge Vault. Tasking an Architect to this structure speeds unit production. 
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'ucture produces all Hierarchy ground vehicles. Tasking an Architect to this structure 
unit production. 
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PEACEBRINGER KNOWLEDGE VAULT 
(FORBIDDEN KNOWLEDGE) 


HEALTH EXTREMELY HIGH 
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PORTAL 
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facility produces all Masari flying units. Tasking an Architect to the Flight Machina structure 
eds air unit production. 
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This is the basic-level Masari research structure. Building a Knowledge Vault unlocks Seer 
production at Skirmisher Portal; unlocks Conqueror production at the Machina; and enables 
construction by Architects of the Oracle, the Flight Machina, and the Sky Guardian anti-air 
defense turret. Tasking an Architect to this structure speeds unit production. 


HEALTH INSANELY HIGH ПЕШ ШПІТ AVAILABLE 
UNIT PRODUCED AT 


BUILD REQUIREMENTS CITADEL; MATTER ENGINE 


UPGRADE: ANCIENT KNOWLEDGE 


This upgrade to the Knowledge Vault unlocks knowledge from deep within the Masari's history. Adding this upgrade allows 
Figment production at the Machina, and also allows purchase of individual upgrades at the Matter Engine (Matter Sifter 


‚ upgrade), Guardian (Two-Faced upgrade), Sky Guardian (Energy Screen upgrade), and the Oracle (Detection of Motion 
upgrade). Tasking an Architect to this building speeds the upgrade process. 


BUILD REQUIREMENTS KNOWLEDGE VAULT ПЕШ UNIT AVAILABLE 


à UNIT PRODUCED AT 
BUILD TIME 


| UPGRADE: FORBIDDEN KNOWLEDGE 


| This venerable structure opens the full library of Masari knowledge, shedding light once again on the near-forgotten advances 
| now necessary for survival. The Forbidden Knowledge upgrade unlocks Peacebringer production atthe Machina and Sky Lord 


| production atthe Flight Machina. It also lets you add the All-Seeing Eye upgrade to the Oracle and unlocks the ability to build 
| Matter Controller. 
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The Oracle is the basic Masari radar structure, translating the ebb and flow of natural energy 
patterns into hard data useful to Masari tacticians. With proper research it can upgrade its 
detection ability and can even become a devastating weapon. 


HEALTH VERY HIGH 


BUILD REQUIREMENTS KNOWLEDGE VAULT 
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UPGRADE: DETECTION OF MOTION 


Adding this upgrade "brightens" the radar map, letting the Oracle display all enemy positions (non-stealth enemy units and 
structures) on the Mini-Map in a large radius around the Masari radar structure. The exact position and type of each radar 
blip, however, must be visually identified—i.e., brought within the sight radius of a Masari unit or structure. 


BUILD REQUIREMENTS ORACLE; KNOWLEDGE VAULT (ANCIENT 
KNOWLEDGE) 


UPGRADE: THE ALL-SEEING EYE 


This upgrade lets the Oracle read energy signatures to an amazing degree, revealing enemy stealth units in a radius around 
the Oracle. The All-Seeing Eye can also function as a powerful long-range weapon that inflicts great damage on ground units. 


BUILD REQUIREMENTS ORACLE (DETECTION OF MOTION); KNOWLEDGE WEAPON: PENETRATING GAZE 
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The Masari defense turret for targeting enemy ground units is very effective against infantry and 
ground-based vehicles alike, including Hierarchy Walkers. It is vulnerable to air units, however. 
Tasking an Architect to a Guardian increases its rate of fire. 
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UPGRADE: TWO-FACED 


This upgrade adds a second turret to the Guardian and increases its rate of fire. Once upgraded to Two-Faced, the Guardian can 
target the same enemy with both turrets (now dealing more damage) or target two separate 
enemies. Tasking an Architect to this upgraded Guardian further increases its rate of fire. 
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This is the Masari's basic anti-air turret, deadly against enemy air units but vulnerable to enemy 
| vehicle attacks. Tasking an Architect to the Sky Guardian increases the damage it inflicts on targets. 
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UPGRADE: ENERGY SCREEN 


This is the Masarianti-airturretupgrade. — ИИ 
When it's installed, a protective energy VAULT (ANCIENT KNOWLEDGE) 


Screen rises around the Sky Guardian and 
deflects projectiles fired at it. Tasking an 
Architect to the Sky Guardian with Energy 
Screen increases its rate of fire in Dark 
Mode and its beam damage in Light Mode. 


BUILD TIME 


This is the Masari super-weapon. It takes a long time to build and recharge, but its attacks are 
massive and devastating. The Matter Controller activates Burning Wrath in Light Mode and 
‘Matter Storm in Dark Mode, but keep in mind that it must fully recharge after switching modes. 


Burning Wrath conjures up a guided mass of Light Energy which can be directed towards 
enemies or under hostile structures. When you unleash Dark Storm, a whirling storm of dark 
matter descends on the target area, immobilizing and damaging enemy units while simultaneously 
recharging the Dark Matter Armor of friendly Masari units in the area. 


HEALTH INSANELY HIGH 
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Leader of the Masari ("Altea" is the name given to every Masari queen once 
she takes the throne), Altea is an unsung heroine, preferring a subtle hand 
to a gauntleted fist—she has no direct attack. Peaceful and weaponless, 
the Queen nevertheless wields great power, and is an essential support unit. Not only 
can she stop all violence with a glance and disassemble matter with but à gesture, her 
mere presence is a boon to wounded allies as they are healed simply by being near her. 


She's immune to enemy status effects such as mind-control, slowdown, burning, radiation, 
and so forth. 


As heroes go, Altea isn't very durable, so protect her assiduously. Keep her on the back edge 
of conflict, casting her Unmake and Peace auras into the midst of a battle to break down or 


freeze enemies. Her "Cleansing Aura" is a consistent effect that cleanses all nearby Masari 
units of negative status effects and also heals them. 


SPECIAL ABILITY: UNMAKE 

When Unmake is activated, all enemy objects within the target area are slowly "unmade" — 
_ literally erased from reality—so long as Altea stands still. Hostile units and structures are 

frozen and pulled apart, returning them to the raw material state they came from. (These raw 


materials are refunded to the target's faction.) Objects that survive unmaking emerge heavily 
damaged. 


SPECIAL ABILITY: PEACE 


Queen Altea stops all combat in the area around her. Once Peace is activated, all enemy 
units in the affected area find themselves unable to attack for the duration of the effect. 


This includes the immediate cessation of enemy superweapon attacks, making Peace 
and incredibly valuable power. 
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The brash and impulsive son of the Queen and an Earth human male, Zessus is a hybrid master of 
energy. He has a rare ability to channel incredible amounts of energy that even other Masari 
find impressive, and uses his control to great effect. Though he strives to act in the austere 
manner modeled by his mother, his ability to wield such raw power often interferes. Quick 
to act and bothered by idleness, he stops short of impulsiveness due to the discipline 
involved in keeping such volatile energies under control. 


The Prince's attacks are particularly deadly versus infantry and Walker hardpoints, 
but enemy vehicles can damage him. He wields a deadly, razor-sharp energy 
glaive that he can either throw or use as a hand blade. His Teleportation ability 
can extract him from dangerous situations quickly, but it also teleports all 

units around him, so you can use it in sneaky tactical ways. For example: 

Set up “kill-zone” areas surrounded by Guardian turrets back at your 

base, then send Zessus wading into foes out on the front lines. Use 

his Teleportation ability to pull a pack of enemies backintothe | 3 ^ 
Мазай turret cluster, where they'll be torn to shreds. 1 р i kh. WAS 
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SPECIAL ABILITY: EXPLODE (LIGHT MODE) 
Zessus channels vast amounts of Light Energy through his own body, 
resulting in a violent explosion damaging everything around himself. 
The massive amounts of destructive power damage even Zessus, an 
cannot be activated if he is low on health. 


SPECIAL ABILITY: DARK MIASMA (DARK MODE) * : 
Zessus can channel a map-wide dark energy storm that reduces sight range of every 
enemy on the map and reduces their movement speed. This effect also reduces the amount 1 | 
of time that dark matter armor takes to form on апу Masari units on the map. 1 21 
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SPECIAL ABILITY: TELEPORTATION | 
Zessus teleports himself and anything around him, including enemies, to another | 
location almost instantly. It affects air as well as ground units. 1 
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Lord Charos is an agile and powerful warrior, а sure and steady hand in battle with the 
à endurance and constitution to fight to the death with any foe. Dour and serious, he 
à seeks to redeem his tarnished family name and be a shining example to the Мазай 
people. (An ancestor was responsible for unleashing the race that become the 
Hierarchy.) 


Charos is effective versus structures and vehicles, but vulnerable to air units. 


He is your primary front-line battle unit; his melee attacks require close- 
range engagement in direct assault. His deadly Scythe inflicts a great 
deal of damage. In Light Mode it leaves a burning residue on its targets; 
in Dark Mode it inflicts targets with a crippling slowdown effect. His 
stamina and durability is legendary, particularly if combined with healing 
units such as an Architect-loaded Sentry or Queen Altea herself. 


SPECIAL ABILITY: FRENZY 
For several seconds, Lord Charos imbues himself with energy, striking faster and 
doing more damage. A dense layer of energy shielding further protects him from 
damage and helps him regenerate health faster. 


SPECIAL ABILITY: BLAZE OF GLORY (LIGHT MODE] 
Charos becomes engulfed in a corona of Light Energy. This aura ignites nearby 
enemies and has a tendency to spread amongst enemy units. In addition, he can 
trample infantry and light vehicles. The duration is limited. 


SPECIAL ABILITY: DARK VORTEX [DARK MODE} 
Balls of dark energy form a tornado of Dark Energy around Charos that damages 
both air and ground units. The vortex moves as Charos does, and lasts only a 
few seconds, tossing infantry and light vehicles about like rag dolls. 
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This is the structure creation and repair unit for the Masari, the builder of bases. 
Architects are unarmed but very important, so protect them vigorously. Each 
Architect can not only build new structures but repair existing structures 
and heal units. You can also task them to augment the function of base 
structures. When you assign an Architect to a structure, he “lends mental 
energies” to the target, speeding up production or upgrade times, 
enhancing turret functionality, or augmenting the energy-to-matter 
process. Architects can also rebuild the vehicle around an Avenger 
pilot/driver that has lost his ride. Remember that assigning multiple 
Architects to a task give you increased build speed or structure 
augmentation. 
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When any crewed vehicle is destroyed, there is a chance that an Avenger 
(the pilot or driver) will emerge from the wreckage wielding an energy pistol. Ad к 
Avengers can have their vehicle rebuilt around them by Architects once d 
you've researched Balance Branch, Suite 2. 


The Disciple is the main-line ground combat unit for the Masari. He carries а 
p. reflex energy cannon that fires quick bursts of light energy, burning enemies 
and structures at good range. In Dark Mode, his cannon's range shortens but 
increases the damage inflicted. 


The Disciple is the Masari capture unit. Only Disciples can take control 
of "capturable" neutral or enemy structures such as laser turrets or 


oil pumps. 
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The Seer is a detector and negation unit for the Masari. She can detect stealth, 
see through an enemy's eyes, and see enemy movement plans. Her aura 
negates enemy mind control powers. When she acquires the ability to use 
Burning Sight (after you research Light Matter Branch, Suite 1), she can 
surround a target in a corona of Light Energy, burning nearby enemy units 
and buildings as well. 
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The Sentry is a scout/attack vehicle with room for an extra infantry passenger, 
augmenting its own powers according to the type of unit now aboard. Each 
Sentry can carry one of the following: Architect, Disciple, Seer, or Avenger. 


With an Architect on board, the Sentry gains a repairing aura, slowly 
healing all damaged friendly units or structures over time. 


With a Disciple on board, the Sentry adds the Disciple's energy attack 
against enemy air and ground targets. 


With a Seer aboard, the Sentry detects stealth and increases the 
sight and fire range of its pulse cannon. 
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The Conqueror is the primary combat vehicle for the Masari. In Light Mode, 
itlaunches a ball of brilliant energy which explodes on impact, damaging 

enemies in the area. In Dark Mode, it fires an orb of dark matter over long 
range at its target. When you research Suite 2 of the Light Matter Branch 
you unlock the Conqueror's Energy Vortex special ability available in Light 
Mode only. When activated, Energy Vortex triggers a whirling mass of 
Light Energy around the vehicle. This vortex inflicts high damage on 
any enemy units in the area around the Conqueror. 
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The Figment is a fast attack stealth craft for the Masari. It can mimic the 
surrounding terrain, becoming undetectable to most enemies. In Light Mode, 
it can fire Column Mines or deploy them until triggered in a designated area, 
sending a burst of brilliant energy upwards to damage both ground and 
air units. In Dark Mode it deploys Disruption Mines, which halt enemies 
in their tracks. The Figment is particularly good versus infantry but 
vulnerable to attacks from enemy vehicles. 
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The Peacebringer is large, slow, and armed to the teeth. It has an independent 
tractor beam to impede ground or air units, and three independent pulse cannon 
gunners to finish them off or find new ground/air targets. It inflicts serious 
damage to enemy vehicles, structures, and Walker hardpoints, but can be 
vulnerable to infantry attacks. Once you research Suite 3 of the Light Matter 
Branch, the Peacebringer's tractor beam not only holds enemy targets in 
place but also tears them apart at the molecular level using a powerful 
Disintegration beam. 
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The Inquisitor is a light flying attack craft in Light Mode. Its rapid-fire pulse cannon 
is very effective against infantry, and inflicts decent damage to enemy vehicles as 
well. In Dark Mode the Inquisitor is grounded due to the dense energy shielding 
of his Dark Matter Armor, so he takes on a heavy infantry role. 


When in Light Mode, avoid enemy anti-air turrets; they can tear through 
flying Inquisitors quickly. Once you research Suite 2 of the Balance 
Branch, you unlock the Inquisitor's Destabilize ability. When used on 
enemy or allied units, it destabilizes reality around the target and 
renders it immune to damage but also immobile and unable to 

attack or produce units. The Destabilize effect strips all status 

effects (negative or positive) from the target as well. 
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This is the Masari mobile artillery unit. In Light Mode, the Sky Lord takes to the 
sky and bombards ground targets with devastating blasts of searing light. In 
Dark Mode, the Sky Lord drops to the ground to become a mobile artillery unit, 
snaking thundering bolts of dark energy across the ground toward ground 
targets only. Once you research Suite 2 of the Dark Matter Branch, your 
Sky Lords can unleash their ear-piercing Screech ability. When you click 
Screech, the Sky Lord manipulates sonic waves into a palpable wall of 
force, knocking enemy air units clear and away. 
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This section reproduces in detail all of the maps currently available 
for Skirmish Battle and Multiplayer games. More will be added 

as time goes on, but this should give you a good start. Each 

map shows detailed topography and includes callouts for player 
starting positions and the major structures such as laser turrets, 
outposts, and repair bays. 
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The Hierarchy have appeared and 
their ravenous appetite is aimed at 
Earth's resources. Their arrival heralds the 
Ё appearance of two other races, the Novus and 
the Masari. When these civilizations face off, 
only the mightiest will prevail. Do you have what it 
takes to stand amongst the ranks of the victors? 
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Everything is covered from your rough start as the human military 
to the appearances of the brutal Hierarchy, the L nological 
Novus, and the ancient Masari. 
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Whether you're learning the 
ropes through single player 
missions or clashing with human 
opponents on multiplayer maps, 
you get an instant advantage Бу. 
knowing the lay of the land. 
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АП the information you need to get an edge in multiplayer battles, 
from unit health, and possible upgrades to how much time is 
required to build each structure and unit. 
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